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Important: 

Prima Games has made every effort to determine that the 
information contained in this book is accurate. However, 
the publisher makes no warranty, either expressed or 
implied, as to the accuracy, effectiveness, or completeness 
of the material in this book; nor does the publisher assume 
liability for damages, either incidental or consequential, 
that may result from using the information in this book. 

The publisher cannot provide information regarding game 
play, hints and strategies, or problems with hardware or 
software. Questions should be directed to the support 
numbers provided by the game and device manufacturers 
in their documentation. Some game tricks require precise 
timing and may require repeated attempts before the 
desired result is achieved. 
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CETTINC AROUND 

use the left Analog to move Kmtos around, whichever direction you push will be the direction that you move 
toward. There is no camera function for you to look around, and you will notice that no camera control is 
ever needed. Many of the places that you can <jo to are apparent, but you should always move around the 
outer perimeter of each new room to make sure there are no hidden alcoves. 


JUMPING 


HAND-OVER-HAND 


you can jump by pressing the x button, but you 
can jump higher/ further by pressing the x button 
twice to perform a double jump, jumping is a very 
important technique to master, because there are 
many ledges and traps that require you to double 
jump to successfully navigate them. 

if you jump to a led^e you can completely clear 
the <jap or, is your jump is short, you may end up 
clin^in^ the rim of the opposite led<je. from this 
position, you can simply pull yourself up or move 
hand-over-hand across the ed^e. 


while this is not a common form of movement, it is 
important to mention, because it is key to <jettin<j 
to several secret areas, whenever you jump to a 
led<je and barley clear the jump, you will han<j on the 
ed^e, usually you will simply pull yourself up and 
continue your adventure. However, from this han^in^ 
position, you can move ri<jht or left depending on the 
situation, in a few tricky areas of the <jame (mostly 
in Athens), you will be able to move hand-over-hand 
around an entire led^e that will allow you to leap to 
a secret area. 


' CLIMB I NC: WALLS AND NETTINC 

Throughout your adventure, you will hnd places where there is netting or vines attached to walls, to climb 
onto a wall or a net, simply jump on to it. once you are on a wall, you can use the left analog stick to move 
around, if you are pushing left, ri<jht or up and press the x button, you will jump in that direction. This is a 
<jreat technique for moving alon<j the walls and netting quickly, in several places, while you are climbing 
walls, you will come across <japs. Move to the ed<je of the wall, hold the analog stick in the direction of the 
<jap, and then press the x button. There are other situations where you may need to jump off a wall or 
netting, in many of these cases, the camera will not be directly behind you, and you will need to push the 
analog stick toward the back to have Kratos leap backward. 
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walking on Beams can be tricky, but it is not too difficult, if you 
take your time, while you are walking on a beam, try to walk at 
a slow and even pace, because Kratos will move slowly, if you 
lose your footing while walking on a beam, quickly press the x 
button to pull yourself back up before you fall off. it is important 
to note that you can jump while on beams. This is an integral 
technique to avoid moving obstacle while you try to traverse 
the narrow beams, simply stop moving and press the x Button 
twice to do a double jump that will allow you to <jo over a moving- 
blade. Also, jumping on the rotating beams in Hades has the 
extra beneht that you will not be pulled by the momentum of the 
beams because you barely touch the ground. 
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ROPES 


Ropes are a form of <jettin<j from place to place in certain levels. 
you will hnd yourself sliding down a rope, climbing a rope, 
han<jin<j from a rope or swin^in^ from a rope, to slide down a 
rope, you just need to jump up to it, and Kratos will <jrab on. once 
you are on the rope, Kratos will slide down to the destination. 
to climb a rope, <jrab on to the rope and use the left analog- 
stick to move up or down. Han<jin<j from a rope is the same as 
climbing, except that you will be moving from side to side. Also, 
while han^in^ on a rope, you may be attacked by enemies, in 
these situations it is best to use a <jrabbin<j maneuver to toss the 
enemies off the rope as quickly as possible, finally, swin^imj on a 
rope is done by holding down the o button once you have grabbed 
on. The longer you hold the button, the father you will swin<j. 
sometimes you may need to move in a different direction while 
on a rope that swings, to do this, just use the left analog stick. 
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SWIMMING 


After <jettin<j poseidon’s Trident about halfway through the ^ame, 
Kratos will <jain the ability to swim underwater, to make Kratos 
descend, press the square Button, and to make him ascend, use the 
Triangle Button. Besides simple left/ri^ht movement, you can perform 
an underwater Dash, to dash, hold down the ri Button and release it. 
The longer you hold the button down, the farther he will dash. This 
technique is not only useful for moving quickly underwater, but you can 
also break through certain walls by usin<j it. 




R2 USAGE 

I- 



pressing the re Button interacts with various objects throughout the 
<jame. Depending on the circumstance you may have to hold the button 
down or press it rapidly. The <jame will indicate that you need to press 
the re Button, and if it flashes, that means to press it rapidly, various 
examples of its use are opening doors, talking to character, opening 
chests, <jrabbin<j objects, activating levers, etc. 


PUSHING, PULLING AND KICKING OBJECTS 



certain objects in the <jame can be pushed or pulled, to do this, stand 
near the object, and press and hold down the re Button, while Kratos is 
holding on, use the left analog stick to pull the object in any direction, 
sometimes you will hnd yourself in a situation where you need to <jet an 
object from point a to point b very quickly, while <jraspin<j an object hold 
down the x button to charge a kick, and then release it. The longer the x 
button is held down, the farther the object will be kicked, some objects 
are heavier than others, and they will not travel as far when kicked. 
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to upgrade your weapons and power of the qods, you need to collect red orbs. The more you collect, the 
more you will be to an upgrade. Also, the sooner you collect them, the earlier you will be able to use more 
advanced and more powerful techniques. Because of these factors, the quest for more orbs is a constant 
mission. This is the primary reason you will <jo for bi<j combos and bonuses, (check out that section latter 
in this chapter.) There is no steadfast rule what you should upgrade hrst. as a general rule of thumb, you 
will want to upgrade your blades as your hrst choice, since the blades don’t require ma^ic, you will be 
able to take advantage of them all the time. However, don’t <jet greedy and skimp on ma<jic. Ma^ic can not 
only help you boost your combo numbers, it can turn the tide of a h^ht from difhcult to easy, as a quick 
su<jyestion, upgrade poseidon’s Ra^e to level 2 as soon as you can. its <jroup effect will be worth it. when you 
have the orbs to spend, seriously think about up<jradin<j Medusa’s qaze to level a. it may use a lot of ma<jic, 
but it can take out a very tou<jh enemy and change the balance of any h<jht. zeus’ fury should be upgraded 
as soon as you <jet it, since it is rather cheap to do so. Don’t underestimate the damage of this project ma^ic, 
especially at such a low casting cost. 


« 


Trjeasukje Chest Systejvi 


ITEM CHESTS 


Throughout your adventure you will encounter many obvious and hidden chests. The treasure chest system 
was designed to allow the player many opportunities to collect all the items. Thus there is more item-baring 
chests than there are items to be found, once you have gotten all of a particular type of item from a chest, 
the item chest will <jive you red orbs instead. There are three items to be found in item chest: phoenix 
feathers, qor^on eyes and Muse Keys. 

ITEMS : CORCON EYES, PHOENIX FEATHERS, AND MUSE KEYS ' 


There are only two muse keys, but hve chests in which they can be hidden. 
These hve possible locations are only in pandora’s Temple, when you 
<jain access to both keys, you can open the Muse Door and receive some 
very generous rewards! There are 18 possible phoenix feathers and 
qor<jon eyes that are placed throughout the entire <jame. collecting six of 
each will increase your maximum ma^ic or health bar by 25 points, for 
example, you start with 100 health and ma<jic points, if you collect six 
qor<jon eyes, you max health will be increased to 125 points. 


Ha. VIC A Cf*- 

V+nMfl.T X HMfU M* IN* UW 
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HEALTH, MACK, AND ORB CHESTS 

These chests are easy to spot due to their obvious color coordination. 
a chest with <jreen, blue or red ed^es will yield health, ma<jic and red 
orbs respectively. There is also a special flashing chest that alternates 
between <jreen and blue ed^es. This chest can be use for ma^ic or health, 
depending on when you chose to open it. 
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1 NYRADS 

These creatures act like treasure chests in that 
they will reward you with an item, if you have not 
already found it. There are three of them that are 
located in the underwater area of pandora’s Temple. 



' WEAPON ATTACKS 


MACK ATTACKS 


I 


Kratos has three basic attacks: Li<jht Attack, Heavy 
Attack and a qrab. press the square Button, Triangle 
Button and o Button respectively to do these attacks, 
combinations of button presses and pressing 
buttons while holding down others create more move 
possibilities, but those must be earned by up^radin^ 
your weapon, (see weapon section for all possible 
moves.) There are tons of weapon combos. 


Another form of attacking is to use ma<jic. Not all of 
the ma<jic in the <jame does direct damage, but all 
of them are quite devastating. Ma<jic is performed 
usin<j the lb button. Depending on the type of ma^ic 
used, you may need to use lb in conjunction with 
other buttons, (see ma<jic section fro more details.) 
to select between available ma<jic types press up, 
down, left or ri^ht on the D-pad. 
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There are numerous types of throws in the <jame that can be performed with the circle Button. Also, after 
taking enough damage, many enemies will have the circle Button prompt appear oner their heads, some 
enemies do not require a circle prompt to appear in order to perform a cs move, which include cs air and cs 
catch. Here is a list of the circle system conditions and moves. 

TYPES 



dizzy — when an enemy takes enough damage 
it will become dizzy, a circle prompt will appear 
above its head. This circle window is on a timer, 
which reverts the enemy back to normal status 
upon expiring. 

roam — The enemy will continue to move with the 
circle prompt above its head. 


MOVES 


CS DAM ACE 
CS KILL 
CS AIR 
CS CATCH 
CS MI N I -CAME 


THROWS WHICH 

DEAL DAMAGE BUT DO NOT INSTANT KILL. 

THROWS WHICH 

INSTANT KILL. 

THROWS WHICH 

DEAL DAMAGE WHILE IN THE AIR. 

THROWS WHICH 

DEAL DAMAGE, CROUN D-TO-AI R, WITH THE ENEMY AIRBORNE. 

THROWS WHICH REQVIRE PLAYER INPV/TTO CORRESPON DI NC COMMANDS. INCLVDE: 

BV/TTON TIMINC | 

PLAYER MATCHES A SERIOV/S OF BV/TTON PRESSES VIA ONSCREEN PROMPTS. 

BV/TTON MASHING | 

PLAYER MASHES A SHOWN BV/TTON REPEATEDLY. 

ANALOG TIMINC | 

PLAYER MATCHES A SERIOV/S OF ANALOG SWIRLS VIA ONSCREEN PROMPTS. 


RACE OF THE CODS 


After you have powered up your Blades of chaos to level 2, you will acquire the ability Ra^e of the qods. when 
the meter in the bottom-ri^ht corner is filled, you can activate it by pressing L3 and R3. This will tri<^yer a special 
mode where you will have increased armor and you will inflict increased damage. The current level of your blade 
compounds the effects of Ra^e of the qods. each new level that you raise your blades will increase the effectiveness 
of Ra^e of the qods. Below is a handy chart that will detail the multiplier bonuses that you will receive. 

LEVEL MULTIPLIERS 


Power: Attack power multiplier; compounds with 
blade’s level damage multiplier. 

Example: Damage = 10 

power = 2.5 

Damage x power = 25 Damage 

Armor: Defense multiplier. 

example: Damage = 10 

Armor = .5 

Damage x Armor = 5 Damage Taken 


LEVEL 1 


POWER 2.00 


ARMOR 0.75 


LEVEL 2 


POWER 2.00 


ARMOR | 0.60 


LEVEL 3 


POWER 2.00 


ARMOR 0.45 


LEVEL MAX* 


POWER 2.00 


ARMOR 0.30 


*pLus: inhnite Ma^ic Meter while active! 
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DEFENSE: BLOCK AND PARRY 


Defending is just as important as attacking, because a 
solid defense can turn into a <jreat offense. Hold down 
the li button to block an enemy’s attack, you can block 
most attacks in the <jame, but you must be careful, 
because attacks, like a goajon’s gaze or the shockwaves 
from a Minotaur’s hammer, can’t be blocked. An 
advanced blocking technique is to use Hades Reverse. 
Hades Reverse is more than a passive block — it is a 
parry maneuver, to do it, quickly tap li just before an 
enemy connects with an attack, you will notice a slightly 
different block animation, if you have the Rlades of 
chaos at level 3, you can use Hades Revenue to counter 
attack after a success Hades Reverse. These series of 
techniques are a must for advance players, because it is 
the key to actively defending and not yettiny hit. 






FIGHTING ON NETS, WALLS AND ROPES 


ri^htin^* on a rope uses the basic three types of attacks, 
but while h^htin^ on a wall or a net, you must hold in 
the direction that you want to attack and then press the 
attack button. Resides the quick and lon<j attacks, you 
have a modihed version of the <jrab attack specifically 
for walls and ropes, on a rope you will use your le^s to 
flin<j your enemies to their doom, when you are on a wall 
or net, you can <jrab enemies from underneath and toss 
them straight down, it is important to remember that 
they can hit other enemies on the way down. However, if 
you perform a yrab to the left or riyht, Kratos will slam 
the foe a couple of times before dropping them. This 
move is very useful for slamming one enemy into several 
others on the same side. 



ROLLING 


use the ri<jht analog to make Kratos roll. Rolling is not only a way 
to avoid attacks, but by rolling, you can latter attack out of a roll. 
The <jood aspect about usin<j the ri<jht analog to roll is that you can 
perform this maneuver in any direction, practice rolling early in the 
<jame, so that when you <jet to the more difhcult parts of the <jame, it 
will be second nature. 


CANCELING AN ATTACK 


This is an advanced technique for some people to <jrasp. The key concept is that blocking or rolling can 
cancel almost any attack in the <jame. This is very important, because it means you can attack without 
worrying about committing to an attack, if you become prohcient at this, you will hnd that normal blocking 
(holding li for an extended period of time) is no longer part of your combat strategy. 
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Your ultimate <joal is not to <jet hit at all, but that is very difficult to do even for the most experienced 
player, you can come close to that <joal, if you follow the simple rules of keeping your distance and letting 
the enemies recover. Keeping your distance means that you should not let yourself <jet surrounded, if you 
are surrounded, you will have to rely on the Hades Reverse to <jet out of a bad situation, use the roll to keep 
enough space between you and your enemies to allow you to use the ran^e of your blades. The second rule 
is to let the enemy recover. An example of this is the cursed 
Legionnaires. They are easy to knock down with the 
plume of prometheus, but if you attack them 
while they are grounded, they will attack 
quickly with a spinning move. These may 
seem like obvious things to look out 
for, but on higher difhculty levels, like 
qod Mode, you can’t afford to take 
any unnecessary hits, you will need 
to rely on parrying and countering- 
attack to take out the monsters 
without taking any damage. 


BATTLE STRATEGY ON HIGHER DIFFICULTY 



TJA 

% 


j 


M^traininc I 

ifaf GROUND | 


WEAPONS 

POWER OF 
THE CODS 

WALK- 

THROVCH 

BESTIARY 

EXTRAS 

ART 

CALLERY 








IZ 


.SiiJiMiliJiH 






The Combo System 


for some players, combos are <join<j to be the no. i priority. This next section will explain the basics of 
ju<jylin<j, extending the combo and earning more orbs, combos are a <jood way to increase your orbs, 
because by doin<j a bi<j combo, you will receive bonus orbs. Normally when you defeat an enemy, red orbs 
will come from it. During a combo, however, you will just see a +2, +4, etc. This number will tell you that 
you have received that many orbs just for reaching a certain number of hits, each combo increment has a 
name as well — the lowest bein<j vicious and the highest bein<j impossible, check the combo chart for the 
names and the orb bonus, when playing through the <jame, you will hnd that combos can be divided into hve 
categories: ground, Aerial, juries, Ma<jic and ^rab. 


CROVND COMBOS 


a ground combo can be dehned as a combo performed while Kratos is grounded. The best way to keep a 
ground combo <join<j is to use the plume of prometheus, attack with li^ht attacks, use Hades Revenue or roll. 
Rolling or usin<j Hades Revenue is a <jreat way to extend a combo, because it not only keeps you from <jettin<j 
hit, but it also increases the window in which a combo will fall a part. Remember to roll when h<jhtin<j many 
enemies. This will increase the longevity of your combo. 





AERIAL COMBOS 


Aerial combos are combos done in the air. to perform an aerial combo you hrst have to <jet an enemy 
airborne. There are to ways of doimj this. The hrst is to use Ascension (hold down the triangle button), 
and the second is to use Apollo’s 


Ascension (hold li + x rutton). After 
an enemy has been launched into 
the air, you can follow it by pressing 
the x button, once you are in the 
air with an enemy, you can <jrab 
it, perform Apollo’s offensive (hold 
li+ x button) or attack normally. 
There is no ri<jht or wromj combo, so 
experiment with different attacks. 






Jl/CCLINC COMBOS 


a ju^lin^* combo is when you <jet an enemy airborne and then keep it airborne with normal attacks, for 
example, start with the plume of prometheus or Ascension to <jet an enemy airborne, and before it hits the 
ground, attack and use your weapon to keep the foe in the air. it’s as simple as that! 
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Ma^*ic combos take no sort of skill to achieve, because you only need to press one button. The best ma<jic for 
doimj combos is poseidon’s na^e followed by the Army of Hades, with these you will be <jettin<j combos of more 
than 1,000. it’s nothing to bra<j about, but it does look <jreat when you see “impossible!” on the screen. 

' CRAB COMBOS 
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This type of combo is specifically designed for the 
undead Legionnaires, grab an undead Legionnaire 
and then mash on the circle button. After about 
three to sin stabs, Kratos will take him to the ground 
and do a stabbing hnisher. use this whenever 
possible when h<jhtin<j these <juys to increase the 
number of orbs that you <jet. The hrst place that you 
can do this is on the boat ri<jht at the start of the 
<jame. After one enemy is killed this way, roll toward 
the next one and repeat. This is a <jreat way to <jet a 
lot of orbs from a relatively weak enemy. 


COMBO BONY/SES 



combos are a <jreat way to increase your orbs, because by doimj a bi<j combo, you will receive bonus orbs. 
There are many ways to increase the number of hits in a combo, but the most effective is to use poseidon’s 
Ra^e. when you achieve a certain number of hits, the bonus orbs are added straight to your total. There are 
several things that can add time to your “combo clock!’ These moves are rolling, combo jumps, dashing, air 
dashing, parrying, launch attacks and any ma<jic attack except Medusa’s gaze. 

There are tons of ways to <jet combos, so keep an eye 
out for situations when you can lure a lot of enemies 
together and let loose with poseidon’s Ra^e. Also, 
another <jreat way to <jet orbs is to use Medusa’s gaze 
on Harpies. They will turn to stone, and when they 
drop, you will receive a bonus of 30 orbs, ni^ht is a list 
of bonuses that can be found throughout the <jame. 




COMBO BONUSES 

10 HITS 


VICIOUS 

+ 2 ORBS 

20 HITS 


GORY 

+4 ORBS 

30 HITS 


S AVAC E 

+ 6 ORBS 

40 HITS 


INHUMAN 

+ 8 ORBS 

50 HITS 


BLOODTHIRSTY 

+ 10 ORBS 

75 HITS 


RELENTLESS 

+ 15 ORBS 

100 HITS 


MERCILESS 

+ 20 ORBS 

125 HITS 


PITILESS 

+ 25 ORBS 

150 HITS 


TYRANNICAL 

+ 35 ORBS 

200 HITS 


IMMORTAL 

+40 ORBS 

250 HITS 


FEROCIOUS 

+45 ORBS 

300 HITS 


GODLY 

+ 50 ORBS 

350 HITS 


OMNIPOTENT 

+ 75 ORBS 

400 HITS 


OLYMPIC 

+ 100 ORBS 

500 HITS 


ALL POWERFUL 

+ 125 ORBS 

600 HITS 


HERCULEAN 

+ 150 ORBS 

700 HITS 


SUPREME 

+ 200 ORBS 

800 HITS 


UNEARTHLY 

+ 250 ORBS 

900 HITS 


IMPOSSIBLE 

+ 300 ORBS 


iL^n isf i [5? 
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The Difficulty System 


The difficulty system is based on a series of multipliers that increase for each level. The table below yives a 
break down of how each level of difficulty stacks up. 


Power: Attack power multiplier; compounds with 
blade’s level damage multiplier. 


MORTAL (EASY) 


POWER! 2-°° 


Example: 


Dam aye = io 
power = a. 5 

Damage x power = a£ Damage 


ARMOR | 0.50 


RECOVERYg 2.00 


HERO (NORMAL) 


POWER} 1.00 


Armor: Defense multiplier. 
example: 


armor} 1.00 


RECOVERY} 1.00 


Dam aye = io 
Armor = .5 

Damaye x Armor = 5 Damaye Taken 


recovery: Enemy attack frequency multiplier. 
example: 


SPARTAN (HARD) 

POWER | 

0.75 | 

ARMOR 

2.50 ( 

RECOVERY t 

o_H2 1 


Attack pause = 4 seconds 
Recovery = .25 

Attack pause x recovery = 1 second 


j COD (VERY HARD) 

POWER [ 

0.50 

ARMOR | 

5.00 

recovery! 

0.50 



Death Dealing 


you can defeat all the enemies in the yame usiny hack-and-slash, but by killiny them a certain way, you 
will perform a death move, sometimes the death move requires you to perform a mini-yame that consists 
of rotatiny the left analoy stick or followiny button presses, it is easy to identify an enemy that may have a 
mini-yame, because when you deplete its health, the o Rutton prompt will appear above its head. Relow is a 
list of all the special kills with their requirements and pay offs. 


SPECIAL KILL BONUSES 



a KILL 1 

Kill an enemy 

with a yrab move. 

CONDITION 

1 10 OR MORE HITS 

BON VS 

10 ORBS 

MESSAGE 

| "RUTHLESS KILL!" 


MC KILL | 

Defeat an enemy with a Mini-qame. 

CONDITION | 

10 OR MORE HITS 

BON VS j 

15 ORBS 

MESSAGE j 

"BRUTAL KILL!" 
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DECAP KILL 

AIR SHATTER KILL 

Decapitate your enemy with the Blade of Artemis. 

Turn an enemy to stone when it’s airborne and let it 
shatter as a result of hitting the ground. 

CONDITION 

10 OR MORE HITS 

CONDITION 

ENEMYMUST BE AIRBORNE 

BONUS 

20 ORBS 

BONUS 

30 ORBS 

MESSAGE 

"MUTILATION!" 

MESSAGE 

"RUINED!" 




SHATTER KILL j 

freeze an enemy on the ground and shatter it. 

CONDITION 

ENEMY MUST BE GROUNDED 

BONUS 

5 ORBS 

MESSAGE 

"CRUSHED!" 
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Tools of the Tkade 


you start the <jame with your trusty Blades of chaos, and as you acquire more red 
orbs, you can funnel these into up^radin^ your weapon, unlike ma<jic, your weapons 
are always available, so they should be your hrst choice to upgrade. Not only will 
your blades do more damage, but as you continue to upgrade them, you will <jain new 
abilities, such as Ra^e of the qods and Hades Revenue. 

Halfway through the <jame you will obtain a new weapon: the Blade of Artemis. This 
single blade is complementary and somewhat opposite the Blades of chaos. This new 
blade has short ran^e and does very dama^in^ single hits whereas the Blades of chaos 
have lon<j ran^e and are made for multi-hit combos. Both blades can be used in just 
about any situation. The choice really comes down to what you what to upgrade and 
how you like to h^ht. if you are fond of hi^h combos and air juries, stick with the 
Blades of chaos and pour all your orbs into it. if you like to <jet close and rip through 
enemies, put your orbs into the Blade of Artemis. The <jood news is that you never have 
to chose between the two, since you can switch blades at any time by pressing li + ri. 
Below is a chart detailing the costs, stats and moves that you can acquire with each new 
level of both blades. 


Blades ©f Chaos 


BLADES OF CHAOS, LEVEL 1 


COST: N/A- POWER MULTIPLIER: 1 


LEVEL 1: ICARUS LIFT 


Double jump. 


BV/TTONS | X, X 


LEVEL 1: ASCENSION 


Launch enemies and Kratos into the air. 


BV/TTONS | HOLD TRIANCLE 


LEVEL 1: ORION'S HARPOON 


Launch enemy and tap circle to slam them back 
to the ground. 


BUTTONS TAP CIRCLE 


LEVEL 1: HADES REVERSE 


Tap li just before enemy's attack connects to 
parry. 


BUTTONS TAP LI 


LEVEL 1: PLUME OF PROMETHEUS 


one of the most useful combos in the <jame. it can 
knock enemies off their feet, break the qor^on’s 
qaze and shatter Ma^ic Legionnaires' shields, 
when in doubt this is the combo to use! 

BV/TTONS | SQUARE, SQUARE, TRIANCLE 
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BLADES OF CHAOS, LEVEL 2 cost: 1,500 orbs - power multiplier: 1.5 


LEVEL 2: APOLLO'S ASCENSION 


simultaneously launches enemies and Kratos 
into the air. 


BUTTONS | HOLD LI + X 


LEVEL 2: HERMES STOMP (AIR) 


Air attack that drives Kratos quickly to the 
ground. 


LEVEL 2: APOLLO'S OFFENSIVE (AIR) 


slam enemies back to the ground with this 
powerful attack. 


BUTTONS | R1 


BUTTONS | HOLD LI + X 


LEVEL 2: HERMES RUSH 


ABILITY: RACE OF THE CODS, LEVEL 1 


Activate when available to increase your armor 
and damage dealing. 

BUTTONS | L3 + R3 WHEN METER FULL 


LEVEL 2: TEMPEST OF THE FATES 


qround dash attack. 

a powerful space-clearing attack that can be 


used when Ra<je of the qods is active. 


BUTTONS | R1 


BUTTONS | SQUARE, SQUARE, SQUARE (HOLD) 
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BLADES OF CHAOS, LEVEL 3 


COST: 2,250 ORBS - POWER MVLTIPUER: 2 


LEVEL 3: CYCLONE OF CHAOS 


360-de^ree spin attack. 
BUTTONS | HOLD LI + SQUARE 


360-decree spin attack in the air. 


BUTTONS | HOLD LI + SQUARE 


powerful but slow combo. 


BUTTONS | TRIANCLE, TRIANCLE, SQUARE 


LEVEL 3: HADES REVENCE 


use this attack after parrying your foe with 
Hades Reverse. 

BUTTONS | SQUARE OR TRIANCLE OR R1 


LEVEL 3: CYCLONE OF CHAOS (AIR) 


ABILITY: RACE OF THE CODS, LEVEL 2 


Activate when available to increase your armor 
and damage dealing. 

BUTTONS | L3 + R3 WHEN METER FULL 


LEVEL 3: SPIRIT OF HERCULES 


powerful but slow combo. 

BUTTONS | TRIANCLE, TRIANCLE, TRIANCLE 


LEVEL 3: VALOR OF HERCULES 
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BLADES OF CHAOS, LEVEL 4 


LEVEL4: RISINC HELIOS 


Multi-hit attack that targets a single enemy. 
BVTTONS | HOLD LI + TRIANCLE 


LEVEL 4: FALLING HELIOS 


Multi-hit air attack that targets a single enemy 
in the air. 


BVTTONS HOLD LI + TRIANGLE 


COST: 3,750 ORBS - POWER MULTIPLIER: 3 


LEVEL4: ACHILLES' FLIP 


while evading with a roll, press [xButton] to 
attack. 

BUTTONS I R1CHT ANALOC STICK + X 


ABILITY: RACE OF THE GODS, LEVEL 3 


Activate when available to increase your armor 
and damage dealing. 

] BVTTONS [ L3 + R3 WHEN METER FVLL 


LEVEL 4: HERMES FURY 


BLADES OF CHAOS, LEVEL 5 cost: 9,000 orbs - power multiplier: 4 



LEVEL 5: LANCE OF THE FVRIES 


continue to hold circle for an even greater 
slamming attack. 


in air continue to hold circle for an even greater 
slamming attack. 
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note: The Blade of Artemis is located in pandora’s Temple, 


BLADE OF ARTEMIS, LEVEL 1 


COST: N/A- POWER MULTIPLIER: 1.75 


switches between the Blade of Artemis and the 
Blades of chaos. 


Launch enemies and Kratos into the air. 


Bl/TTONS | HOLD LI + R1 


Bl/TTONS | HOLD LI + HOLD TRIANCLE 


The most powerful of all sword attacks! 


Multi-hit sword 


in move, 


Bl/TTONS | HOLD LI + X 


Bl/TTONS | HOLD LI + CIRCLE 


slow and powerful multi-hitting attack 


Bl/TTONS | HOLD LI + SQl/ARE 


BLADE OF ARTEMIS, LEVEL 2 cost: 3,750 orbs - power multiplier: 2.25 


BLADE OF ARTEMIS, LEVEL 3 cost: 10,000 orbs - power multiplier: 3 


ij Ami. 
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LEVEL 1: SWORD SVMMON/SH EATH 


LEVEL 1: ASCENSION OF ARTEMIS 


LEVEL 1: WRATH OF ARTEMIS 


LEVEL 1: RETRIBUTION OF ARTEMIS 


LEVEL 1: REVENCE OF ARTEMIS 
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Ma^ic is a critical aspect of qod of war. Although your blades can be upgraded, you will need to rely 
heavily on your magical abilities to make it through the <jame. Ma<jic can not only save your life in tou<jh 
situations, it’s also a <jreat way to add to your combos, as a general rule, the <jame will pay off more blue 
ma^ic orbs when you use your magical abilities. This built-in system is designed to pay the player back for 
usin<j ma^ic and to continue to make ma^ic accessible. 

There are four possible upgrades to your ma^ic bar. Throughout the <jame, 18 phoenix feathers can be 
found in item chests, for each sin that you collect, a sacrihce will be made to the <jods that will increase your 
maximum ma^ic bar by 25 points. The hnal ma<jic bar upgrade can be acquired in the secret room behind 
the Muse door in pandora’s Temple. 

There are four different ma^ic abilities that you will <jain throughout the <jame. each power of the qods has 
unique traits that make its use ideal in specihc situations. Also, all of them can be leveled up by putting orbs 
into them. 


POSEIDON'S RACE 


LOCATION: ACT I, UNDER HYDRA BOSS 


- ATTACK MULTIPLE FOES AT ONCE WITH THIS POWERFUL OFT FROM LORD POSEIDON 

This is your hrst power of the qods, and it serves as your best 
general use magical ability, its primary function is crowd control, 
since it is designed to affect multiple enemies in an increasing area 
of effect. This is a <jreat ability to soften up lar^e groups, but keep 
in mind it is not a <jreat method for taking out lar^e creatures, like 
cyclops. An additional bonus of usimj this ma<jic ability on crowds 
is that it will significantly increase your combo numbers, two zaps 
of this shocking power can net you 300-plus hits on lar^e groups. 

one bi<j advantage of this ability is that you are invulnerable when 
you are in the animation of usimj this <jift. This makes the magical 
power a <jreat feature to use in a panic situation. 

POSEIDON'S RAGE: LEVEL 1 POSEIDON'S RAGE: LEVEL 2 


1 


BASE DAMACE 

1 32 || 

BASE DAMACE 

1 S3 

BUTTON MASH DAMACE 

IjlZA | | 

BUTTON MASH DAMACE 

1 105 

UPGRADE COST 

lil/A | | 

UPGRADE COST 

j 1,650 ORBS 

MAGIC COST 

| 32 MP 

MAGIC COST 

j 42 MP 


LEVEL 1: POSEIDON'S RACE 


LEVEL 2: WRATH OF POSE I DON, LEVEL 1 


press L£. 

press L2 then rapidly press circle to activate this 


attack that has a bi<jyer damage area. 


BUTTONS | L2 


BUTTONS | L2, CIRCLE 



LEVEL 1: POSEIDON'S RACE (AIR) 



press L2 while in the air to activate. 


BUTTONS 12 


^11 


Awe/ the ^ ^ liMiL 
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POSEIDON'S RAGE: LEVEL 3 




H MEDUSA'S CAZE 


LOCATION: ATHENS COV/RTYARD 


TURN ENEMIES TO STONE - 


This <jift of the <jods is your ticket to stopping enemies 
dead in their tracks. This is a very powerful ability that 
consumes an equally lar^e amount of ma<jic. while 
it may be tempting to shatter all types of enemies 
to <jet the shatter bonus, reserve this for only the 
toughest level enemies, like Minotaur, cyclops, satyrs, 
etc. The best use of this ability is to petrify lar<je or 
touqdi enemies to take them out of the fnjht quickly, 
just be sure you shatter them before they recover. Any 
time you are having a really difhcult time making it 
past a wave of enemies, try freezing a few to lighten 
the challenge. However, you must keep in mind that 
although this can freeze tou<jh enemies, the toucher 
the enemy the harder it will be to freeze them as they 
have increased resistance to Medusa’s qaze. check out 
the chart below to <jet a feel for the best use of this 
petrifying attack. 

PETRIFY RESISTANCE 


BAD 

0-1 SECONDS OR 1 SHOT (0-3,000) 

LOW 

1-2 SECONDS OR 1 SHOT (3,001-7,500) 

MID 

2-3 SECONDS OR 2 SHOTS (7,501-12,000) 

HICH 

3-4 SECONDS OR 3 SHOTS (12,001-30,000) 

FREEZE RANKINGS 


1,500 

SCAVENGER HARPY 

1,500 

VN DEAD LEGIONNAIRE 

2,000 

VN DEAD ARCHER 

3,000 

CERBERVS OFFSPRING 

3,000 

WRAITH OF ATHENS 

4,000 

DESERT WRAITH 

5,000 

FIERY HARPY 

5,500 

FALLEN LEGIONNAIRE 

5,500 

MAGIC LEGIONNAIRE 

6,000 

HADES HARPY 

6,000 

MINOTAVR CRVNT 

6,000 

DESERT SIREN 








FREEZE RANKINGS (CONTINUED) 


HADES MINOTAVR 


SIREN 


8,000 

9,000 

9,000 

10,000 

10,000 

10,000 

11,500 

12,000 

12,000 

12,000 

14.000 

15.000 
16,000 
18,000 
20,000 
25,000 


CVRSED LEGIONNAIRE 


MINOTAVR HAMMER CRVNT 


MINOTAVR WARRIOR 


CVRSED ARCHER 


LEGIONNAIRE CAPTAIN 


CERBERVS BREEDER 


CENTAVR 


MINOTAVR TORMENTOR 


SATYR 


EVIL KRATOS 


CYCLOPS BRVTE 


HADES ARCHER 


HADES LEGIONNAIRE 


HADES SATYR 


CYCLOPS ENFORCER 


CYCLOPS DESERT KING 



duHl 
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MEDUSA’S CAZE: LEVEL 1 


MEDUSA'S CAZE: LEVEL 3 


BEAM 

8 SEC = 48,000 FREEZE POTENTIAL | 

FLASH 

N/A 

VPGRADE COST 

N/A 

MAGIC COST 

50 MP 


LEVEL 1: GORGON TORRENT 




BEAM 

12 SEC = 90,000 FREEZE POTENTIAL | 

FLASH 

8,000 FREEZE POTENTIAL 

VPGRADE COST 

7,500 ORBS 

FLASH MP COST 

20 MP 

NUKE MP COST 

100 MP 


Turns enemies to stone. 


LEVEL 3: GORGON RAGE (NVKE) 


freezes all enemies at once. 


BVTTONS HOLD L2 + HOLD SQVARE 


MEDUSA'S CAZE: LEVEL 2 


BVTTONS ] HOLD L2 + HOLD CIRCLE 


BEAM 

| 10 SEC = 69,000 FREEZE POTENTIAL | 

FLASH 

8,000 FREEZE POTENTIAL 

VPGRADE COST 

3,000 ORBS 

FLASH MP COST 

20 MP 


LEVEL 2: GORCON FLASH 


Rapidly freezes enemies. 


BVTTONS HOLD L2 + TRIANGLE 


LEVEL 2: GORGON FLASH (AIR) 


freezes enemies in the air. 



BVTTONS HOLD 12 


U ZEUS' FURY 


LOCATION: ACT II, ROOFTOPS 


- ATTACK ENEMIES FROM A DISTANCE VSINC ZEVS' POWE RFVL TH VN DE RBOLTS - 


The main focus of this ma<jic is to take out enemies from a safe distance, with this power, you can finally 
turn the tables on the pesky archers that lob arrows at you from across the screen. However, this is more 
than just a weak projectile attack. At level two and beyond, this ability can be charged, and it will provide 
some pretty devastating bolts, its speed coupled with the very low casting cost make it an effective way to 


deal with troublesome monsters. Also, you can use 
this ability to knock enemies off of ledges, with the 
lowest casting coast of all the power of the gods and 
its incredible ran^e, this is a <jood power to rely on 
when you don’t have the health or ma<jic to spare. 


ZE \JY FURY: LEVEL 1 


RAPID DAMACE 

1 8 

RAPID MACK COST 

5 MP 

VPGRADE COST 

N/A 



% 


LEVEL 1: ZEVS' FURY (RAPID) 


Hurls powerful thunderbolts at enemies. 
BVTTONS | HOLD L2 + SQVARE 


LEVEL 1: ZEVS' FVRY (AIR) 


Hurl thunderbolts in the air. 


BVTTONS | L2 


U A 
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ZEUS' FURY: LEVEL 2 


ZEUS' FURY: LEVEL 3 


RAPID DAMAGE 

1 8 1 

RAPID DAMAGE 

8 

RAPID MAGIC COST 

| 3.3 MP 

RAPID MAGIC COST 

2.5 MP 

STUN DAMAGE 

1 25 | 

STUN DAMAGE 

25 

STUN MAGIC COST 

10 MP 

STUN MAGIC COST 

10 MP 

UPGRADE COST 

750 

CHARGE DAMAGE 

70 

■_ 1 

CHARGE MAGIC COST 

20 MP 

LEVEL 2: MICHT OF ZEUS (STUN) M 

UPGRADE COST 

3,500 

: . " 7 ^ : r i 


charge up thunderbolts for a massive attack. 
BUTTON?] HOLD 12 + HOLD TRIANCLE 


LEVEL 3: MIGHT OF ZEUS (FULL CHARGE) 


charge up thunderbolts for a massive attack. 


BUTTONS HOLD L2 + HOLD TRIANGLE 


% ARMY OF HADES 


LOCATION: ACT IV, AFTER PAN DORA'S CV/ARDI AN 


SUMMON THE SOULS OF THE DEAD TO FICHT BY YOUR SIDE 



you won’t acquire this ability until late in the <jame, 
but it is still worth powering up once you obtain it. 
it has very similar properties to poseidon’s Ra^e 
in that it is a crowd thinner and combo booster, 
because it attacks multiple enemies. The bi^est 
advantage of the power is that you can still attack 
while the spirits are doimj your bidding, as you may 
have guessed, this uses a lot of ma^ic, but it is also 
the most powerful method for dealing damage to 
mobs of monsters. 


ARMY OF H ADE$: LEVEL 2 


DAMAGE PER SOUL 

1 15 | 

NUMBER OF SOULS 

4 1 

MP COST PER SOUL 

3.3 MP 

UPGRADE COST 

4,500 ORBS 


ARMY OF HADES: LEVEL 1 


DAMAGE PER SOUL 

10 

NUMBER OF SOULS 

2 

MP COST PER SOUL 

5 MP 

UPGRADE COST 

N/A 


LEVEL 2: ARMY OF HADES, LEVEL 2 


summon more souls of the dead. 


BUTTONS L2 


LEVEL 1: ARMY OF HADES 


summon the souls of the dead. 


ARMY OF HADES: LEVEL 3 


BUTTONS | L2 


LEVEL 1: ARMY OF HADES (AIR) 


DAMAGE PER SOUL 

20 

NUMBER OF SOULS 

|6 I 

MP COST PER SOUL 

2.5 MP 

UPGRADE COST 

10,000 ORBS 


summon the souls of the dead in the iar. 


LEVEL 3: ARMY OF HADES, LEVEL 3 


summon the greatest number of souls of the 
dead. 


BUTTONS | L2 


BUTTONS 


L2 
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AEGEAN SEA 


PWRECKED VESS 




MONSTER: VN DEAD LEGIONNAIRE 


■ 20/50 
ALL 

ORB MILK PUNCH 

360 TOSS, CHEST RIP, TAKEDOWN STAB 
1,500 


HIT POINTS: 

MAGIC WEAKNESS: 

CS DAMAGE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


5 SECONDS 
BLOCK 
GENERAL 
CS KILL 


DEATH 

DEATH DECAP 
CS Ml LK 

CS — — — - 

SHATTER 
AIR SH ATTER 
MINI-CAM?”" 


THE FIRST UNDEAD LECION N AI RES YOU ENCOUNTER 
ARE NOT EXACTLY THE BICCEST OF THREATS, BUT THEY 
DO TRAVEL IN LARCE NUMBERS, SO DON'T DISMISS 
THEM. USE CROUND-SMASHINC COMBOS TO KNOCK 
CROUPS OF THEM TO THE FLOOR. 


ORB DROPS 


Unaut 
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P 1: EXTERIOR 


Your epic journey beings aboard the deck of a ship in the 
Aegean sea. There is no time to <jaze around, because the very 
start of the <jame places you in immediate combat with undead 
Legionnaires. These creatures are level one-type enemies, and 
are not too challenging, it is a <jood time to try out all your 
attacks, several more undead will join the fujht by climbing 
up the sides of the boat. After you dispatch them, the chained 
trapdoor will burst open and more enemies enter the battle. 
This will leave you heavily outnumbered, if you hnd yourself 
<jettin<j surrounded, be sure to roll out of the way in order to 
<jive yourself enough space to perform a combo. 

After your hrst battle, walk over to the trap door and rapidly 
press rb to open it. Hop down into the interior of the ship. 
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SHIP 1: INTERIOR, A 


press and hold rb to open the health chest and restore your life, 
smash any barrels around the chest, and then break your way 
through the barricade to the riyht of the chest. 


SHIP I: INTERIOR 13 


HIP I: EXTERIOR 


IV 


walk through the corridor and smash the beds for more red 
orbs. Enter the next room and prepare to block, as a Hydra 
Head barges in. to defeat the beast, block its lunyiny 
attacks, which will push you to the back of the room. 

After deflecting its attacks, step forward or roll to yet ■ 
within striking distance and hit square rapidly, you 
should yet a seven-hit combo before it lunyes and 
forces you to block ayain. 


SHIP I: INTERIOR, A 










MONSTER: HARPY 


HIT POINTS: 
MACK WEAKNESS: 
<S KILL: 


MEDUSA'S CAZE 
WINC RIP 


5 SECONDS 
N/A 

CENERAL 
CS KILL 


DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


DEATH 

VeATH DECAP 
CS MILK 

cs kTll 

SHATTER 
AIR SHATTER” 


MINI-CAME 


THESE ARE "NUISANCE ENEMIES" 
THAT DON'T DO MUCH DAMACE 
BUT ATTACK IN LARCE CROUPS. ANY 
QUICK ATTACK WILL TAKE THEM 
OUT PRETTY FAST. DON'T SPEND 
TOO MUCH TIME COMBOINC THEM, 
BECAUSE THEY AREN'T VERY STRONC 


ORB DROPS 


mrnomGitk 

IN EARLIER VERSIONS OF CREEK MYTHOLOCY, HARPIES WERE DESCRIBED AS BEAUTIFUL, WINCED 
MAIDENS. LATER THEY BECAME WINCED MONSTERS WITH THE FACE OF AN UCLY OLD WOMAN AND 
EQUIPPED WITH CROOKED, SHARP TALONS. THEY WERE REPRESENTED CARRYINC OFF PEOPLE TO 
THE UNDERWORLD AND INFLICTINC PUNISHMENT OR TORMENTINC THEM. THOSE PEOPLE WERE 
NEVER SEEN ACAIN. THEY ROBBED THE FOOD FROM PHINEUS, BUT WERE DRIVEN AWAY BY CAILAS 
AND ZETES, THE BOREADS, AND SINCE THEN, THEY LIVED ON THE STROPHADES. THE HARPIES WERE 
PROBABLYTHE PERSON I FICATION OF STORM WINDS. THEY ARE: AELLO, CELAENO AND OCYPETE. 
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RESISTANCE: 
HIT POINTS: 
ESCAPE TIME 


STONE 

STONE 

STONE 


Keep attacking the monster in this fashion until 
it has lost half its life. At this point you will see a 
visual cue of the circle Button over the monster’s 
head. Move in close and press circle to tri^er a 
mini-^ame. 


V 


H 

S 

fiii 
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pi 


press the buttons as indicated by the on- 
screen prompts to defeat the beast, walk 
across a series of wooden beams to reach 
the other side, smash the barrels on the 
other side, and exit the doorway on the left 
t a cumin ue to the neiir area of The vessel. 
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SHIP 1: INTERIOR, B 

Vf 




walk forward and press re to talk to the sailor who is behind 
the bars, proceed back down the path and through the 
doorway on the riqdit. 



Vii 


Vm 


<30 up the staircase and open the chest for some red orbs, 
continue to wind through the hallway and smash through 
the barrier at the end. open the door and step out into the 
ensuing mayhem. 

it’s a pretty hectic scene as you witness sailors beimj 
attacked by Harpies. These bat-like creatures will fly around 
attacking you and the sailors, use quick attacks to make 
quick work of them since they have very little armor, for 
fun, be sure to <jrab one with circle to watch the effect of the 
instant kill, if you are losing too much life in this onslaught, 
kill a few sailors who will yield some much-needed health. 



continue to kill the harpies unit a Hydra Head breaks through the center of the deck, this familiar 
monster has several attacks, and one of them is actually helpful to you. one of its non-lethal attacks is 
an inhale move that will you draw you in if you are too far away from the action. This does no damage 
and is meant strictly as a means to keep you in the heat of combat. 

The best way to h<jht this beast is to perform quick attacks while standing ri^ht in front of it. it has 
several attacks, but they can all be blocked except the head slam. The head slam is pretty obvious 
as it will slam its massive head to the left, ri^ht and center, simply roll out of the way to avoid the 
center attack and continue your onslaught. 

while in front of the monster dishing out damage, be prepared to block its other two attacks. The 
hrst is a spinning head move where it lowers its head to the deck and swings it in an arc. The second 
is a quick biting attack. 

its last attack is one of the reasons why it is best to h<jht the beast ri^ht in front, its hnal attack is a 
swooping movement where the beast will pick you up with its mouth. 

when this happens rapidly press circle to break free and then deal some extra damage while 
it is stunned. This last attack sets the monster up for some massive damage, so it is actually 
advantageous to let it pick you up. continue to stand in front of the beast dishing out quick attacks 
until it has been defeated Before you jump into the hole left by the monster, be sure to open the 
doors on r]m ri^ht. l oth contain chests. filled with red nrlss. 
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Drop through the hole and swim to the 
left around a narrow opening, continue 
swimming until you reach climbable netting 
that will take you back up to the ship’s 
deck. Kill a few more undead Legionnaires 
and Start y mj r pi'ixarifJUS walk UO'USS tin; 
h i Hen. mast. 




when you reach a rock you have two ways 
to <jo. walk to the ri^ht to hnd a chest with a 
bunch of red orbs and then come back to the 
rock to take the beam leading forward. 






SHIP 2: EXTERIOR 


save you r <jame and use the health chest 
/oil if you need it. it may be best to take your 
chances with the archers hrst and use it if 
you take too much damage. 

Your <joal is to push/kick this block to the 
/Olll back wall, but the undead Archers on that 
wall will not make it too easy for you. you 
can seek shelter behind any of the larger 
crates, but keep in mind that you need 
to move the Block quickly or the Archers 
will shoot it and destroy it. if the Block is 
destroyed it will regenerate in its original 
spot, press s£ to <jrab 
the block and push it to 
the ri<jht so the block is 
behind the lar<je crate 
in front of it. charge 
the kick move, and 
send the block 
flying up to 
the crate in 
front of 


it. pull the block to the left and a^ain kick it to 
the crate in front of it. finally, pull the slock to 
the side, and kick it to the back wall, if you are 
having trouble keeping the slock from <jettin<j 
destroyed, you can run to the left and ri^ht to 
draw the undead Archers’ fire. Keep an eye out for 
when they let a volley of arrows <jo, and use the 
time it takes them to reload to move the slock. 


when the slock is pushed to the other side, 
jump onto it to use it as a step to reach the 
upper deck, climb up the netting and take 
out those pesky Archers, use the health 
chest if you need it, and <jo through the 
door to the ri<rht onto the back deck. 


MONSTER: UN DEAD ARCHER 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

C$ KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


| 10 

THUNDERBOLT 
ORB MILK PUNCH 

360 TOSS, CHEST RIP, TAKEDOWN STAB 
2,000 
1 

5 SECONDS 
N/A 

CENERAL 
CS KILL 


ORB DROPS 1 

DEATH 

4 2 


DEATH DECAP 

”|,T 


CS MILK 



CS KILL 

| \T~ 


SHATTER 

j 4 


AIR SHATTER 

■ ! 


mini-cam! 

| N/A 

1 

THESE ENEMIES ARE WEAK UNDEAD CREATURES 
THAT ONLY TAKE A FEW QUICK HITS TO DISPATCH. 
ELIMINATE THEM QUICKLY TO AVOID CETTINC 
CAUCHT IN CROSSFIRE. 




■ &> 
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The captain’s door (with the wheel handle) 
on the left is locked. There is a whole lot of 
screaming <join<j on in there, but you must 
hnd the key to do anything about it. climb 
the ladder on the opposite wall to reach 
the mast. 


SHIP 2: EXTERIOR, A 


CAPTAIN'S Q\J ARTERS 


SHIP 2: EXTERIOR, B 


TO ATHENS 
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Quest f ok, the Captain s Key 
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climb the netting han<jin<j from the mast 
as you kill the undead Legionnaires alon^* 
the way. to move quickly press jump to 
leap rather than climb up the netting, if 
you’re feeling overwhelmed, use the <jrab 
move from underneath them to quickly 
toss them down and knock off enemies 
below you. Also, you can use the <jrab 
move on the same side as other enemies 
to slam your target into its brethren. 


continue alomj your way to the top of the 
mast, h^htin^ any enemies alon<j as you 
<jo. when you finally reach a platform near 
the top of the mast, walk out onto the 
beam in the back (into the screen) to <jet to 
a chest of red orbs, qo back to the platform 
and jump under the zip line to proceed to 
the adjacent ship. 


WALK- 
H ROY/CH 
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SHIP 3: EXTERIOR 











smash the planks covering the three 
entry ways: The one on the left contains a 
chest of red orbs, the one on the ri<jht has 
a goRgoN eye, and the one in the center 
connects to the next room. 

go into the interior of the ship and 
approach the Blue god Door, you will be 
awarded the power of the <jods. from this 
portal you will receive the Ra^e of poseidon 
ma<jic. 


¥ 


VII 


HIP 3: EXTERIOR 


$ KEY 


CAPTAIN 


POSEIDON'S 


Protected by copyright. Unauthorized or un 


Attack the spawning enemies and then use 
your new ma^ic ability repeatedly to kill 
the undead Legionnaires to rack up some 
impressive combo bonuses. 


continue through the Blue god door and 
out to the exterior of the ship, use the save 
point and the health and MAgic chests 
if you need it. climb up the netting and 
prepare to face the Hydra Head for the last 
time. 


UPPER 
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POSEIDON IS A COD OF MANY NAMES. HE IS 
MOST FAMOUS AS THE COD OF THE SEA. THE 
SON OF KRONOS AND RHEA, POSEIDON IS ONE 
OF SIX SIBLINGS WHO EVENTUALLY DIVIDED 
THE POWER OF THE WORLD. HIS BROTHERS 
AND SISTERS INCLUDE: HESTIA, DEMETER, 

HERA, HADES AND ZEUS. THE DIVISION OF THE 
UNIVERSE INVOLVED HIM AND HIS BROTHERS, 
ZEUS AND HADES. POSEIDON BECAME RV/LER 
OF THE SEA, ZEV/S RULED THE SKY, AND HADES 
COT THE UNDERWORLD. THE OTHER DIVINITIES 
ATTRIBUTED TO POSEIDON INVOLVE THE COD OF 
EARTHQUAKES AND THE COD OF HORSES. THE 
SYMBOLS ASSOCIATED WITH POSEIDON INCLUDE: 
DOLPHINS, TRIDENTS AND TH RE E-P RONCE D FISH 
SPEARS. 

FOR A SAFE VOYAGE ON THE SEA SAILORS RELIED 
UPON POSEIDON. MANY MEN DROWNED HORSES 
IN SACRIFICE OF HIS HONOR. HE LIVED ON THE 
OCEAN FLOOR IN A PALACE MADE OF CORAL 
AND GEMS, AND DROVE A CHARIOT PULLED 
BY HORSES. HOWEVER, POSEIDON WAS A VERY 
MOODY DIVINITY, AND HIS TEMPERAMENT 
COULD SOMETIMES RESULT IN VIOLENCE. WHEN 
HE WAS IN A GOOD MOOD, POSEIDON CREATED 
NEW LANDS IN THE WATER AND A CALM SEA. 

IN CONTRAST, WHEN HE WAS IN A BAD MOOD, 
POSEIDON WOULD STRIKE THE GROUND WITH 
A TRIDENT AND CAUSE UNRULY SPRINGS AND 
EARTHQUAKES, SHIP WRECKS AND DROWNING. 

POSEIDON OFTEN USED HIS POWERS OF 
EARTHQUAKES, WATER AND HORSES TO INFLICT 
FEAR AND PUNISHMENT ON PEOPLE AS REVENGE. 
THOUGH HE COULD BE DIFFICULT AND ASSERT 
HIS POWERS OVER THE GODS AND MORTALS, 
POSEIDON COULD BE COOPERATIVE, AND IT 
WAS HE WHO HELPED THE CREEKS DURING 
THE TROJAN WAR. POSEIDON IS AN ESSENTIAL 
CHARACTER IN THE STUDY OF CREEK MYTHOLOGY. 


POWER OF THE CODS: POSEIDON'S RACE 


POSEIDON'S RAGE IS YOUR BEST GENERAL USE POWER 
OF THE GODS. BY THE SECOND LEVEL IT HAS A LARGE 
ENOUGH AREA OF EFFECT THAT IT BECOMES A 
KEY TECHNIQUE FOR TAKING OUT LARGE GROUPS 
OF ENEMIES. THIS IS NOT MADE TO TAKE OUT BIG 
ENEMIES - IT IS A STAPLE OF CROWD CONTROL. ALSO, 
THIS MAGIC ABILITY IS THE KING OF COMBOS. USE THIS 
A COUPLE OF TIMES, AND YOU CAN RACK UP A 300- TO 
400-HIT COMBO! 
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you must defeat the two Hydra heads before 
taking on the main one. pick one side and 
<jo toward the end near the crates, if you 
stand too close in-between them, they will 
use the inhale move to pull you back and 
forth, if you don’t mind ^*ettin^ pulled 
between them, you can h<jht them in an 
alternating fashion, flu , ^ 


These versions have two main attacks, and 
the <jood news is that both can be blocked, 
similar to the previous encounter, the 
Hydra Head will lower its head and spin 
in an arc. Also, it can attack with a quick 
biting* strike, stay ri^ht up close and dish 
out quick attacks as fast as you can. just 
be sure to block when it rears its head for 
either a bitu or spin n i 1 attcick , 


ktj/m xttMfc 
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TFTH1I WIIA 

THE HYDRA, WHICH LIVED IN THE SWAMPS 
NEAR TO THE ANCIENT CITY OF LERNA IN 
ARGOLIS, WAS A TERRIFYING MONSTER. 

SIMILAR TO THE NEMEAN LION, IT WAS THE 
OFFSPRING OF ECHIDNA (HALF MAIDEN/HALF 
SERPENT) AND TYPHON (HAD 100 HEADS). 

OTHER STORIES SAY THAT THE HYDRA WAS 
THE OFFSPRING OF STYX AND THE TITAN 
PALLAS. THE HYDRA HAD THE BODY OF A 
SERPENT AND MANY HEADS. (THE NUMBER 
OF HEADS DEVIATES FROM FIVE VP TO 100 
-THERE ARE MANY VERSIONS BVT GENERALLY 
NINE IS ACCEPTED AS STANDARD.) ONE HEAD 
COVLD NEVER BE HARMED BY ANY WEAPON, 

AND IF ANY OF THE OTHER HEADS WERE 
SEVERED, ANOTHER WOULD GROW IN ITS 
PLACE. (IN SOME VERSIONS TWO WOULD 
CROW.) ALSO, THE STENCH FROM THE HYDRA'S 
BREATH WAS ENOUGH TO KILL MAN OR BEAST 
(IN OTHER STORIES IT WAS A DEADLY VE NOM). 

WHEN IT EMERGED FROM THE SWAMP, IT 
WOULD ATTACK HERDS OF CATTLE AND LOCAL 
VILLAGERS, DEVOURI NC TH EM WITH ITS 
NUMEROUS HEADS. IT TOTALLY TE RRORIZE D 
THE VICINITY FOR MANY YEARS. 

HERCULES JOURNEYED TO LAKE LERNA IN A 
SPEEDY CHARIOT, AND WITH HIM, HE TOOK 
HIS NEPHEW AND CHARIOTEER IOLAUS, IN 
SEARCH OF THE DREADED HYDRA. WHEN 
THEY FINALLY REACHED THE HYDRA'S HIDING 
PLACE, HERCULES TOLD IOLAUS TO STAY WITH 
THE HORSES WHILE HE DREW THE MONSTER 
FROM ITS HOLE WITH FLAMING ARROWS. 

THIS BROUGHT OUT THE HIDEOUS BEAST. 

HERCULES COURAGEOUSLY ATTACKED THE 
BEAST, FLAYING AT EACH HEAD WITH HIS 
SWORD, BUT HE SOON REALIZED THAT AS 
ONE HEAD WAS SEVERED ANOTHER GREW IN 
ITS PLACE. HERCULES CALLED FOR HELP FROM 
IOLAUS, TELLING HIM TO BRING A FLAMING 
TORCH, AND AS HERCULES CUT OFF THE HEADS 
ONE BY ONE FROM THE HYDRA, IOLAUS 
CAUTERIZED THE OPEN WOUNDS WITH THE 
TORCH, PREVENTING THEM FROM CROWING 
AGAIN. AS HERCULES FOUGHT THE WRITHING 
MONSTER, HE WAS ALMOST STIFLED BY ITS 
OBNOXIOUS BREATH, BUT EVENTUALLY, 

WITH THE HELP OF IOLAUS, HERCULES REMOVED ALL BUT ONE OF THE HYDRA'S HEADS. THE ONE 
REMAINING COULD NOT BE HARMED BY ANY WEAPON, SO, PICKING UP HIS HEFTYCLUB, HERCULES 
CRUSHED IT WITH ONE MIGHTY BLOW. HE THEN TORE OFF THE HEAD WITH HIS BARE HANDS AND 
QUICKLY BURIED IT DEEP IN THE GROUND, PLACING A HUGE BOULDER ON THE TOP. AFTER HE HAD 
KILLED THE HYDRA, HERCULES DIPPED THE TIPS OF HIS ARROWS INTO THE HYDRA'S BLOOD, WHICH 
WAS EXTREMELY POISONOUS, MAKING THEM DEADLY. 

OTHER VERSIONS SAY THAT WHILE HERCULES FOUGHTTHE HYDRA, THE GODDESS HERA SENT DOWN A 
GIANT CRAB WHICH ATTACKED HIS FEET. THIS LEGEND COMES FROM AMARBLE RELIEF DATING FROM 
THE 2 Nt> CENTURY BCE FOUND AT ANCIENT LERNA, SHOWING HERCULES ATTACKING THE HYDRA, AND 
NEAR HIS FEET IS A HUGE CRAB. ALSO, OTHER LEGENDS SAY THAT A STRAY ARROW SET ALIGHT THE 
FOREST, AND IT WAS THE BURNING TRUNKS, WHICH HERCULES RI PP E D UP AN D USE D TO CAUTERIZE 
THE OPEN WOUNDS. 
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continue to attack and block whenever 
it attempts a strike. Your newly acquire 
li<jhtin<j ma^ic is a <jreat way to <jet a 
hi<jh bonus, but make sure you save some 
ma<jic for the Hydra Kin<j. when the Hydra 
Head has lost most of its life, the head will 
collapse, climb and jump up on the crates 
on the side and jump to the suspended 
platform to pin its head down. 


watch out for its <jiant bite. Roll to the 
side as it lunges for you. Better yet, if you 
have enough ma^ic, active your poseidon’s 
Ra^e before it bites you. when you’re in 
the middle of the spell’s animation, you’re 
immune to damage . The key to this h^ht 
is bein<j bold, stay up close to assault it 
with quick attacks and use your ma^ic to 
counter its bite. 


IV 


Vi 


Vis 


After enough damage the hu^e head will 
collapse and the circle button prompt will 
appear, qet in close and hit circle to initiate 
a mini-^ame. 


Rapidly press circle to smash its head into 
the mast, you will need to do this three 
times, when the fourth circle prompt 
appears, press it to start the mini-^ame and 
impale the creature on the mast. 


once the head is pinned down, you will 
receive plenty of orbs, now it’s time to 
take out the other Hydra Head in the same 
fashion, when both are safely taken out of 
the h<jht, climb up the netting to take on the 
Hydra Kin<j. it’s only <jot one biting attack 
but that’s all it needs when it’s that hu^e. 
it can also roar and attempt to knock you 
off the led^e, but it is not a fatal drop if 
you fall, if you stand near the center of the 
platform, the roar will just push you to the 
ed^e of the netting where you can hold on 
and wait for the roar to complete. 





After the Hydra is dead, enter the dead boss’ 
mouth and travel down its throat until you 
reach the captain. 


press re to <jrab the key and leave the dead 
beast’s innards, climb the boxes on the 
ri<jht and jump onto the netting to reach a 
platform with a health chest and a ^or^on 
eye. walk under the zip line and jump up to 
on bade to the previous ship. 


WALK- 
H ROY/CH 
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SHIP 2: EXTERIOR, B 

save the <jame if you like. Drop down and run across the deck. 
Take out the undead Archers on the lar<je crates and use the 
Block in the back, climb up as you had done previously. 


<30 through the hallway and use the captain’s Key on the 
locked door. Run down this corridor, and press R 2 to open the 
door and make a gruesome discovery. 




SHIP 2: EXTERIOR, A 
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Before you leave your chambers, spend 
some time with the ladies, jump on the dead 
and activate the sen mini-^ame (no joke!), 
and then youTl receive a ton of red orbs, 
check the journal near the door, and walk 
around the u-shaped area to the ladder, use 
the health and ma^ic chests as needed, 
then ascend the ladder to the deck. 


K RATOS SHIP: EXTERIOR 
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ATHENA WAS THE CREEK CODDESS OF WISDOM, WAR, TH E ARTS, 
INDUSTRY, JUSTICE AND SKILL. SHE WAS THE FAVORITE CHILD OF ZEUS. 
SHE HAD SPRUNG FULLY CROWN OUT OF HER FATHER'S HEAD. HER 
MOTHER WAS METIS, CODDESS OF WISDOM AND ZEUS' FIRST WIFE. IN 
FEAR THAT METIS WOULD BEAR A SON MICHTIER THAN HIMSELF. ZEUS 
SWALLOWED HER AND SHE BECAN TO MAKE A ROBE AND HELMET 
FOR HER DAUGHTER. THE HAMMERING OF THE HELMET CAUSED ZEUS 
GREAT PAIN IN THE FORM OF HEADACHES, AND HE CRIED OUT IN 
AGONY. SKILLED HEPHAESTUS RAN TO HIS FATHER AND SPLIT HIS SKULL 
OPEN, AND FROM IT EMERGED ATHENA, FULLY CROWN AND WEARING 
HER MOTHER'S ROBE AND HELMET. SHE IS THE VIRGIN MOTHER OF 
ERICHTHNONIUS. 

ATHENA AND HER UNCLE POSEIDON WERE BOTH VERY FOND OF A 
CERTAIN CITY IN GREECE. BOTH OF THEM CLAIMED THE CITY AND 
IT WAS DECIDED THATTHE ONE THAT COULD GIVE THE FINEST GIFT 
SHOULD HAVE IT. LEADING A PROCESSION OF CITIZENS, THE TWO CODS 
MOUNTED THE ACROPOLIS. POSEIDON STRUCK THE SIDE OF THE CLIFF 
WITH HIS TRIDENT AND A SPRING WELLED UP. THE PEOPLE MARVELED, 
BUT THE WATER WAS AS SALTY AS POSEIDON'S SEA AND IT WAS NOT 
VERY USEFUL. ATHENA'S GIFT WAS AN OLIVE TREE, WHICH WAS BETTER 
BECAUSE IT CAVE THE PEOPLE FOOD, OIL AND WOOD. ATHENA NAMED 
HER CITY ATHENS. 

ATHENA'S COMPANION WAS THE GODDESS OF VICTORY, NIKE, AND HER 
USUAL ATTRIBUTE IS THE OWL. ATHENA POSSESSED THE AEGIS. 






= 


m 


IIS' 


fl 



pnmAy (Vt*t ... 









MONSTER: 


MINOTAUR CRUNT 


HIT POINTS: 
MACK WEAKNESS: 
MINI-CAME: 


N/A 

THROAT STAB STRVCCLE 
6,000 


5,000 

BLOCK 

LOW HEALTH 

LAUNCH, AIR THROW REPEAT 


DEFENSE TACTIC: 
.THROW CONDITIONS: 
kPEED KILL TACTIC: 


DEATH 

DEATH DECAP 
CS MILK 
CS KILL 
SHATTER 
AIR SHATTER 
MINKAME 


100% CHANCE 30 HP 


THESE ENEMIES ARE STOUT BUT LOWER LEVEL CRVNT 
MONSTERS. THEY CAN BE JVCCLED WITH MANY 
COMBOS AND SHOULDN'T PROVIDE TOO MUCH 
CHALLENCE. THEY HAVE LIMITED RANCE, SO SET UP 
YOUR ATTACKS AND LEAD INTO THEM WITH COMBOS. 


ORB DROPS 


Talk to the statue of Athena and follow the 
<jan<jplank onto the docks, follow the path, 
defeating squads of undead as you cross 
oner a small bridge. At the end of the path 
are some wooden planks and a convenient 
hole in the wall, enter the hole for a quick 
swim, and jump up to enter the secret area. 


follow the path inside and defeat the cursed 
Legionnaires. Beyond them is an item chest 
with a phoenix f eather. Exit this hallway 
and use the health chest if needed. Hop up 
the crates and work your way back to where 
you hrst entered the hole. 


jump the small <jap, and press re to pull 
(V the lever that will activate the elevator, on 
the upper walkway you will hnd a health 
chest to prepare you for the introduction 
to the Minotaur. These are stout beasts, 
and they take a lot of hits, but they are still 
susceptible to ju^le combos by holding 
Triangle. Take them off their feet or knock 
them down whenever possible. 

After defeating the bullish beasts, pass by 
^ a MAqic chest and <jo around the corner 
to another elevator that will take you the 
main <jates. 
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STON E RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 
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BEFORE HE ASCENDED THE THRONE OF CRETE, MINOS STRUGGLED 
WITH HIS BROTHERS FOR THE RIGHT TO RULE. MINOS PRAYED 
TO POSEIDON TO SEND HIM A SNOW WHITE BULL, AS A 
SIGN OF APPROVAL BY THE CODS FOR HIS REIGN. HE 
PROMISED TO SACRIFICE THE BULL AS AN OFFERING 
AND AS A SYMBOL OF SUBSERVIENCE. A BEAUTIFUL 
WHITE BULL ROSE FROM THE SEA, BUT WHEN MINOS 
SAW IT, HE COVETED IT FOR HIMSELF. HE ASSUMED 
THAT POSEIDON WOULD NOTMIND, SO HE KEPT 
IT AND SACRIFICED THE BEST SPECIMEN FROM HIS 
HERD INSTEAD. WHEN POSEIDON LEARNED ABOUT 
THE DECEIT, HE MADE PASIPHA, MINOS' WIFE, 

FALL MADLY IN LOVE WITH THE BULL. SHE HAD 
DAEDALUS, THE FAMOUS ARCHITECT, MAKE A 
WOODEN COW FOR HER. PASIPHA CLIMBED INTO 
THE DECOY AND FOOLED THE WHITE BULL. THE 
OFFSPRING OF THEIR LOVEMAKING WAS A MONSTER 
CALLED THE MINOTAUR. 
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THE CREATURE HAD THE HEAD AND TAIL OF A 
BULL ON THE BODY OF A MAN. IT CAUSED SUCH 
TERROR AND DESTRUCTION ON CRETE THAT 
DAEDALUS WAS SUMMONED AGAIN, BUT 
THIS TIME BY Ml NOS HIMSELF. HE ORDERED 
THE ARCHITECT TO BUILD A GIGANTIC, 
INTRICATE LABYRINTH FROM WHICH 
ESCAPE WOULD BE IMPOSS I B LE. TH E 
MINOTAUR WAS CAPTURED AND 
LOCKED IN THE LABYRINTH. EVERY 
YEAR FOR NINEYEARS, SEVEN 
YOUTHS AND MAIDENS CAME AS 
TRIBUTE FROM ATHENS. THESE 
YOUNG PEOPLE WERE ALSO 
LOCKED IN THE LABYRINTH FOR 
THE MINOTAUR TO FEAST UPON. 


WHEN THE CREEK HERO THESEUS 
REACHED ATHENS, HE LEARNED 
OF THE MINOTAUR AND THE 
SACRIFICES, AND WANTED TO END 
THIS TYRANNY. HE VOLUNTEERED TO 
GO TO CRETE AS ONE OF THE VICTIMS. 
UPON HIS ARRIVAL, HE MET ARIADNE, 
MINOS' DAUGHTER, WHO FELL IN LOVE 
WITH HIM. SHE PROMISED SHE WOULD 
PROVIDE THE MEANS TO ESCAPE FROM 
THE MAZE IF HE AGREED TO MARRY 
HER. WHEN THESEUS DID, SHE GAVE 
HIM A SIMPLE BALL OF THREAD, 

WHICH HE WAS TO FASTEN CLOSE 
TO THE ENTRANCE OF THE 
MAZE. HE MADE HIS WAY 
THROUGH THE MAZE, WHILE 
UNWINDING THE THREAD, 

AND HE STUMBLED UPON 
THE SLEEPING MINOTAUR. 

HE BEAT IT TO DEATH 
AND LED THE OTHERS 
BACK TO THE ENTRANCE 
BY FOLLOWING THE 
THREAD. 
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TEMPLE 1: EXTERIOR 

once you step into the open, you will be 
| assaulted by several cyclops enforcers. 

The best tactics to use on these spiked ball- 
toting enemies is to use quick attacks and 
roll out of the way. The roll will still allow 
you to continue your combo. 


when they have taken enough damage 
follow the on-screen prompt to activate a 
mini-^ame and hnish them off. to the ri<jht 
rear section of the area is a led<je with a 
Health chest. All the <jates are locked, so 
proceed forward into the doorway past a 
HEALTH/MACilC chest. 


ELEVATOR 


UPPER 





MONSTER: CYCLOPS ENFORCER 


HIT POINTS: 

MACK WEAKNESS: 
MINI-CAME: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


■ 130 

CHARCE THUNDERBOLT 
EYE IMPALE 

20,000 

20 

5 SECONDS 


p WALK- 
THROUGH 


TANK 

LOW HEALTH 


THIS LARGE CREATURE CAN TAKE A LOT OF DAMAGE 
BEFORE THE P ROMPT WI LL AP P EAR TO ENTERTHE 
MINI-GAME THAT WILL KILL IT. AVOID THE LARGE, 
SPIKED BALL BY ROLLING OUT OF THE WAY AFTER 
DISHING OUT A FEW QUICK ATTACKS. 


GIANTS WITH ONLY ONE EYE IN 
THEIR FOREHEAD, CHILDREN OF THE 
EARTH, GAEA. THEY ATE HUMANS, 
WERE THICK AND HAD GIVEN ZEUS 
THE THUNDER AND LIGHTNING 
AS A SIGN OF GRATITUDE WHEN 
HE RELEASED THEM FROM THE 
UNDERWORLD. THEY WORKED AS 
HEPHAESTUS HELPERS UNDERTHE 
VOLCANO ETNA, MAKING ZEUS' 
LIGHTNING BOLTS, BUT WERE KILLED 
BY APOLLO AS A REVENGE FOR ZEUS' 
KILLING HIS SON ACLEPIUS. 


THE MOST FAMOUS CYCLOPS WAS 
POLYPHEMUS WHO ODYSSEUS 
BLINDED AFTER MAKING HIM DRUNK, 


IN GENERAL, HOMER DESCRIBED THE 
CYCLOPS AS WILD SAVAGES WHO DID 
NOT USE AGRICULTURE OR LAWS 
OTHER THAN EACH MAN TO HIMSELF. 
THIS CAN BE SEEN AS AN ALLEGORY 
OF THE BARBARIANS, THE NON- 
GREEKS. OTHER NAMED CYCLOPS WERE 
BRONTES, STEROPES AND ARGES. 
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Run through the winding hallway to enter a 
warehouse room with hu^e stacked crates, 
smash the wooden crates on the bottom 
level of the <jroup in the center and the far 
upper left. This will lower these two columns 
of metal crates. 


Leap back onto the tall stack of crates, but 
IV instead of leaping back where you came 

from, jump to the ri^ht to a lower level with 
item chest, open this chest and use the 
ladder, shimmy across the narrow led<je to 
the end and walk onto the crates, jump to 
the taller stack in front of you to land on 
the netting. 


climb onto the lowest box in the back left 
HI corner, and jump diagonally to the center 
of crates that you just lowered, from here 
jump into the screen in back to <jet to a 
taller stack of crates that leads to an alcove 
with a MACjic chest and cjORCjON eye. 


After you climb to the top, jump diagonally 
to the left (not the column near the doorway), 
from here, jump to the left to reach an item 
chest. There is nothing left to collect in this 
room, so jump down the two stacks of crates 
on your ri^ht and exit the room. 


Ja 
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APHRODITE 15 THE GODDESS OF LOVE, BEAVTY AND SEXVAL RAPTURE. ACCORDING TO HESIOD, SHE 
WAS BORN WHEN URANUS (THE FATHER OF THE GODS) WAS CASTRATED BY HIS SON CRONUS. CRONUS 
THREW THE SEVERED GENITALS INTO THE OCEAN, WHICH BEGAN TO CHURN AND FOAM ABOUT 
THEM. FROM THE APHROS ("SEA FOAM") AROSE APHRODITE, AND THE SEA CARRIED HER TO EITHER 
CYPRUS OR CYTHERA. HENCE SHE IS OFTEN REFERRED TO AS KYPRIS AND CYTHEREA. HOMER CALLS HER 
A DAUGHTER OF ZEVS AND DIONE. 

AFTER HER BIRTH, ZEVS WAS AFRAI D TH AT TH E GODS WOULD FIGHT OVER APHRODITE'S HAND IN 
MARRIAGE, SO HE MARRIED HER OFF TO THE SMITH GOD HEPHAESTUS, THE STEADIEST OF THE GODS. HE 
COULD HARDLY BELIEVE HIS GOOD LUCK AND USED ALL HIS SKILLS TO MAKE THE MOST LAVISH JEWELS 
FOR HER. HE MADE HERA GIRDLE OF FINELY WROUGHT GOLD AND WOVE MAGIC INTO THE FILIGREE 
WORK. THAT WAS NOTVERYWISE OF HIM, FOR WHEN SHE WORE HERMAGIC GIRDLE, NOONE COULD 
RESIST HER, AND SHE WAS ALL TOO IRRESISTIBLE ALREADY. SHE LOVED GAIETY AND GLAMOUR AND WAS 
NOT AT ALL PLEASED AT BEING THE WIFE OF SOOTY, HARD-WORKING HEPHAESTUS. 

APHRODITE LOVED AND WAS LOVED BY MANY GODS AND MORTALS. AMONG HER MORTAL LOVERS, 
THE MOST FAMOUS WAS PERHAPS ADONIS. SOME OF HER SONS ARE EROS, ANTEROS, HYMENAIOS AND 
AENEAS (WITH HERTROJAN LOVE R ANC H I SES). SHE IS ACCOMPANIED BY THE GRACES. 

HER FESTIVAL IS THE APHRODISIAC, WHICH WAS CELEBRATED IN VARIOUS CENTERS OF GREECE, 
ESPECIALLY IN ATHENS AND CORINTH. HER PRIESTESSES WERE NOT PROSTITUTES BUT WOMEN WHO 
REPRESENTED THE GODDESS AND SEXUAL INTERCOURSE WITH THEM WAS CONSIDERED JUST ONE OF 
THE METHODS OF WORSHIP. APHRODITE WAS ORIGINALLY AN OLD ASIAN GODDESS, SIMILAR TO THE 
MESOPOTAMIAN ISHTAR AND THE SYRO-PALESTI N I AN GODDESS ASHTART. HER ATTRIBUTES ARE THE 
DOLPHIN, DOVE, SWAN, POMEGRANATE AND LIME TREE. 
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The queen of the qor^ons is very quick up 
close, and from far away, she will use her 
petrifying attack. Her lon<j, serpentine 
tail is hard to predict, so attack her fast 
and relentlessly, if you are caught in her 
<jazin<j beam, use the plume of prometheus 
to cancel its effect, when you have dealt 
enough damage, follow the on-screen 
prompts to decapitate the qor<jon. you will 
be awarded Medusa’s <jaze. 


OPEN CATE FROM INSIDE 


METAL LIFT DOOR 


WOODEN DOORS 


WAREHOUSE 1: INTERIOR 


ACT II 


ART 

CALLERY 



use this newly acquired skill to freeze and 
shatter io Minotaurs. you have unlimited 
ma<jic in this segment, so take your time to 
<jet comfortable with this ability, it is very 
useful on lar^e creatures like this, because 
it immediately takes them out of the h<j ht. 


jump down into the room and approach the 
orange qod Door. Aphrodite will offer you 
the power to freeze your enemies if you can 
earn this <jift. 
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MINI-BOSS: MEDUSA 


HIT POINTS: 

MACK WEAKNESS: 
HEAD RIP: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 




360 LICHTNINC 
HEAD RIP 

N/A 

N/A 

N/A 

EVADE 

LOW H EALTH 
N/A 


DEATH 

1 N/A 

'death DECAP ’ 

I" N/A* 

CS MILK 

J jnTa 

CS KILL 

jN/A 

SHATTER 

jN/A 

AIR SHATTER 

| N/A 

MINKAME 

|25o” 


THE CORCON QUEEN IS THE TOUCH EST OF HER KIND. 
WHILE HERCAZE ISN'T AS DEADLY AS HERMORE 
ADVANCED SISTERS, SHE ISA LOT STRONCER AND WILL 
TAKE PLENTY OF HITS. SHE'S ACILE AND HAS COOD 
RANCE WITH HER TAIL, SO USE POSEIDON'S RACE TO 
STUN HER AND BREAK HER CAZE WITH THE PLUME OF 
PROMETHEUS. 


-- 


|. 

ONE OF THE CORCONS AND THE 
ONLY ONE WHO WAS MORTAL, HER 
CAZE COULD TURN WHOMEVER 
SHE LOOKED UPON TO STONE. 
THERE IS A PARTICULAR MYTH IN 
WHICH MEDUSA WAS ORICINALLY 
A B EAUTI FUL MAI DE N. SHE 
DESECRATED ATHENA'S TEMPLE 
BY LYINC THERE WITH POSEIDON. 
OUTRACED, ATHENA TURN ED 
MEDUSA'S HAIR INTO LIVINC 
SNAKES. 

MEDUSAWAS KILLED BYTHE 
HERO PERSEUS WITH THE HELP OF 
ATHENAAND HERMES. HE KILLED 
HER BY CUTTINC OFF HER HEAD 
AND CAVE IT TO ATHENA, WHO 
PLACED IT IN THE CENTER OF HER 
AECIS, WHICH SHE WORE OVER HER 
BREASTPLATE. 

FROM MEDUSA'S DEAD BODYTHE 
Cl ANT CHRYSAOR AND THE WINCED 
HORSE PECASUS, HER SON BY 
POSEIDON, SPRANC FORTH. 
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POWER OF THE CODS: MEDUSA'S CAZE 


THIS ABILITY ALLOWS YOV TO FREEZE YOVR ENEMIES 
IN THEIR TRACKS. EACH ENEMY HAS VARYINC 
RESISTANCE TO BEING PETRIFIED. AS YOV V PC RAPE 
THIS ABILITY YOV WILL BE ABLE TO SHOOT MORE 
POWERFVL BEAMS AND EVENTVALLY ADD AN AREA 
EFFECT. KEEP IN MINDTHATTHE ABILITY ITSELF DOES 
NO DAMAGE AND THAT YOV MVST SHATTER THE 
ENEMY BEFORE HE BREAKS FREE. 



when you are done shattering everything 
yin stop by the health/mac^ic chest and exit 
the room through the orange Cjod Door, 
follow the hallway, defeating a few undead, 
and climb the ladder. 




when you <jet to the top of the ladder, jump 
back into the screen with a double jump to 
land on the led<je with two orb chests. 
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ft 
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V/PPER 


ELEVATOR 


walk up to the back of the <jiant sie^e crossbow and press R2 to 
pull back the string, while it may seem like you are firing into 
nothing, it will hit a secret area that you can <^et to later. 

pull the leuer neut to the Ballista to rotate it. now that it is facing the door, <jo behind it and hre 
away. You’re not done with your new toy yet. Rotate it one more time so it is pointing to the wall on 
the left, fire it a^ain and reel in a chest containing a phoenix leather. finally, pull the leuer one 
more time to point the Ballista back to the open doorway ... you’ll be usimj it a<jain soon enough. 

There is a health chest near the doorway, but you will need that later, walk down the hallway a 
short distance and turn left. Drop down the hole and defeat some undead Legionnaires, continue 
all the way to the end of this passage to hnd a chest with a cjor<jon Eye. Re sure to press r£ to open 
the TOtc. os. it will moke it easier to backtrack later, for now just to back through the hallway and 
dimh up the ladder. 






use the ladder on the wall opposite the 
corridor you emerged from. This will 
lead you to an outside balcony with a 
ton of undead. This is a <jood spot to use 
poseidon’s Ra^e to rack up some hi<jh 
combo numbers, to the left of the door is a 
small ladder — scale up this side to reach a 
climbable wall. 


/oV 


jump down to the courtyard and take the 
shortcut that you created by opening the 
<jate before. Back track up the two ladders 
to the balcony, and once a<jain, climb the 
wall on the left, continue to climb up until 
you can see the wall split. Move to the ed<je 
of the wall and press jump to leap to the 
other side. 
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TRAIN INC 
CROVND 


WEAPONS 


POWER OF 
THE CODS 



ACT I 


After you climb up a few paces, you will 
notice the brown structure on your left has a 
led^e you can stand on. walk onto the led<je 
and jump to the rooftop below, from here 
double jump to the secret area you opened 
before with the Ballista. in this area two orb 
chests await you. This would be a <jood time 
to upgrade your poseidon’s Ra^e to lb . 






ACT II 


ACT III 
ACT IV 
ACT V 
ACT VI 
ACT VII 
ACT VIII 

BESTIARY 

EXTRAS 


ART 

CALLERY 











/eyi 


jump across another <jap and prepare for an onslaught of undead Legionnaires. The best way to 
handle this many is to <jrab and smash them into each other. However, if you are combo crazy, try 
to avoid them and lead them to their doom. 


one more wall jump and you will then have to climb down to the platform below, if you’ve let a 
/!Vii lar^e number of enemies follow you, this is a <jreat time to use your poseidon’s Ra^e for an easy 
ioo-plus combo. 


walk around the led<je to the left and position yourself between a lar^e statue and one of the 
/oYin pillars, press rb repeatedly to topple the statue and continue around the led<je to the corner where 
a health chest awaits. 




jump down into the courtyard and <jo left to locate the head of the fallen statue, jump on the head 
ami jump a^ain tu reach a ladder. 
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At the end o\' roitr mpe, drop down and 

I Will luJicf iMOlif -to ft JJ LAUi M CUCfcT, Vo« 

cannot open the lar<je wooden doors, so 
walk around the corner and press re to lift 
the metal <jate. This will put you back in 
the same area you hrst entered, continue 
down the hallway to the Ballista and hre it 
through the lar^e doors at the end. several 
Minotaurs will appear, and for fun, continue 
to hre the crossbow to take them all out. 


climb up to l lie Fir*l nfifwhoi'e 

will ftffftdc ^ou. difliti to ^oin 

ma^ic and <jo around the corner to the left 

for a HEALTH CHEST. 


climb up the ladder and three Minotaurs 
tfhrtl and a qor<jon will ambush you. After you 
' ' have dispatched them, attack both of the 

pillars to allow you to use them as stepping 
stones to climb up. 


This last rooftop segment has a ton of 
tfVjf f undead, stick to one side to avoid having 
' • them <jan<j up on you. when they are all 

destroyed, step behind the <jiant crossbow 
and hre it. walk down the steps and position 
yourself under the line above, jump up 
and move hand-over-hand to the building 
on the other side, as you traverse the line, 
undead will attack from both sides, you can 
use your quick and lomj attacks, but if you 
<jet overwhelmed, use the rope <jrab to toss 
them off the line. 
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now that your way is clear, run down the 
XIXIlV l° n< J hallway to a ladder and climb up to 
' ' hnd an orb chest and health chest. Double 
jump over the ladder to a led<je with an orb 
chest jump back to the ladder and slide all 
the way down to hnd an exit on left. 
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BRIDCE: EXTERIOR 


walk across the bridge, and you will overlook 
the sie<je of Athens. Take the left path and 
continue until you hit a roadblock. <30 left and 
pass under a <jate. it will fall, and you must 
figure out the room’s puzzle to continue. 

This room is full of regenerating Minotaurs. 
This is a <jreat area to freeze and smash the 
Minotaurs for extra orbs. Luckily there is 
a rehllin<j MAcpc chest in the room as well. 
After you kill several of the beasts, only one 
will continue to regenerate, you will need to 
freeze this Minotaur on the pressure plate 
at the back end of the room. This will open 
the <jate in front of you where there is a 

HEALTH CHEST. 





STREET: EXTERIOR 


when you exit the room you will be on the 
other side of the barricade. The houses on 
both sides are littered with chests and the 
streets are hlled with various enemies, smash 
through all the doors and enter each house. 
Also, looks for ed<jes of buildings to jump up to 
in order to <jain access to the rooftops, check 
out the map for the location of all the hidden 
chests in this area, two goR^ON eyes and two 
Phoenix r eathers can be found amongst the 
rest of the hidden chests. The second eye will 
Lj'iTc- you y uur h^st ] i k- |jar incroasu. 


IV 


At the end of the road is a breakable 
barricade, smash it to pieces and <jo to the 
ed<je to notice a rope, jump onto the rope 
and swin<j to the next rope, on this second 
rope climb up and jump to the left to <jet to 
an orb chest. After you <jet the orbs jump 
back to the rope and swimj to the other side. 




ACT III 
ACT IV 
ACT V 
ACT VI 
ACT VII 
ACT VIII 



ART 

CALLERY 
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TOWN SQUARE: EXTERIOR 


climb up the first few stairs and smash 
the door to your left to hnd an orb chest. 
continue up the staircase and kill the 
fleeing people for health, if you need it. on 
the ri<jht and then a few more stairs up on 
the left, you will hnd two more orb chests. 


when you reach the top of the staircase you 
will have a couple of run-ins with a cyclops 
Brute, it is just like its ball-wielding cousins, 
and the plan should be to do a dod<jin<j roll 
followed by quick attacks. Remember that 
the fleeing people can restore your health if 
you take too much damage. After you bested 
the beast, there are two orb chests hidden. 


LOCKED TRAP DOOR 


TOWN SQUARE: EXTERIOR 






MONSTER: CYCLOPS BRUTE 


HIT POINTS: 

MACK WEAKNESS: 
MINI-CAME: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


■ 300 

CHARCE THUNDERBOLT 


p. WALK- 
THROUGH 


EYE PULL 

14,000 

15 

5 SECONDS 
TANK 
DIZZY 
N/A 


A STRONGER VERSION OF THE CYCLOPS, THIS BEAST 
DOESN'T HAVE THE RANGE OF ITS BALL-WI E LDI NG 
COUSIN, BUT IT IS FASTER ON THE DRAW. YOU CAN 
ONLY GET A FEW HITS IN ON THIS BEAST BEFORE IT 
COUNTER ATTACKS. STICK AND MOVE! 


'J. fV Ir-U- 
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BUILDING 


INTERIOR 


LEDGE 
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pass through the doorway in the front and 
enter a room with a reflective floor. Behind 
several of the cracked murals on the walls 
are chests and pots, on the left side you’ll 
hnd a (jORCjON eye. on the ri<jht is a health/ 
m u, i C- chest. 


follow the woman up the staircases until you 
come upon a balcony with a health chest. 
follow it to the ri<jht and ignore the wooded 
doors for now. go to the ed<je of the led<je 
you are on and jump the left side of the other 
tIic i jtxd is to vn.ib onto the bfokcSi' 
looking cm tin: left side of rim l-.d^cL 









Move hand-over-hand around the balcony 
to the side. Double jump to a secret area 
and smash the door to reveal a cjORCjON eye. 
Drop down to the area below and climb the 
ladder back up to the balcony, clear the <jap 
this time and proceed up the stairs to the 
top balcony. 


Vi 


gii 


[fp 


\m 


IIBl 


Vif 


jump to a platform on the left to hnd a 
chest with a phoenix feather. Leap down 
into the center of the courtyard and retrieve 
the <3 OLD KEY. 


Reenter the building and the reflecting 
room will now have cursed Legionnaires 
with lar<je golden shields, use the plume of 
prometheus move to shatter their shields 
and eliminate them all. 
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MONSTER: CURSED LECIONNAIRE 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


■ 80/160 

ALL 

ORB MILK PUNCH 

360 TOSS, CHEST RIP, TAKEDOWN STAB 
5,500 


5 SECONDS 

BLOCK 

CENERAL 

SHIELD SHATTER, CS KILL 


YOU MUST USE THE PLUME OF PROMETHEUS TO 
SHATTER THEIR SHIELDS. ONCE THEY ARE UNARMED, 
THEY CAN BE TREATED LIKE ANY OF THE OTHER 
UNDEAD HORDES. 


n ej. (V t44r 
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several ^or^ons await you on the staircase, 
and they are a <jood source of maqdc if you 
need it. Battle your way back up to the 
balcony and break the wooden door near 
the familiar led<je. 

This room contains many archers and Maqdc 
Legionnaires. There is a breakable wall in 
back that has an orb chest and an outside 
spot has a ma^ic/health chest. 

Leave the room and continue back to the 
upper balcony, taking out Archers as you 
<jo. once at the top, <2*0 to the ri^ht and walk 
across the led<je to a trap door, use the key 
and drop in the hole. 


TUNNEL: INTERIOR 


TUNNEL: INTERIOR 


VIII 




LIFT CATE 


raft s jre to open the <2*ate behind you, and then follow the path left to another <2*ate. Lift that as well 
and you will emerge on the rooftops. 
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crawl up the vines on the ri<jht wall, follow 
the greenery to the left and then climb up 
as hi<jh as you can <jo. At this point you will 
need to push back and do a double jump to 
<jet to the other side. 


continue climbing up and leap to the other 
side to continue your ascension. At the end 
of the vines pull back and leap to a led<je 
with a Ma<jic and Health chest. 
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ACT IV 
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MONSTER: 


WRAITH OF ATHENS 


| 40 

MEDUSA'S CAZE 

STUCK UPPERCUT 
BEHEADINC 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


5 SECONDS 

BLOCK 

CENERAL 

BOUNCE, AIR CATCH REPEATED, CS KILL 


THE BEST WAYTO TAKE OUT THE ELUSIVE SKELETONS IS 
TO BLOCK WHEN THEY POP OUT OF THE CROUND AND 
CRAB THEM. LAUNCH THEM UP INTO THE AIR AND 
PRESS X TO CRAB THEM IN THE AIR AND SLAM THEM 
DOWN REPEATEDLY. 


jump up the stairway to the left and follow 
it up to the rooftops. This area has several 
Dive skeletons and a cyclops waiting for 
you. Cjrab the Dive skeletons to ^etthem out 
of the fnjht fast and be sure to roll to avoid 
<jettin<j pinned down by the cyclops. use the 
health chest in the back of the roof, if you 
are running low. After battle, <jo to the front 
of the room by the broken wall and walk out 
onto a led<je the leads to the ri^ht. it will 
take you to an orb chest and a phoenix 
ceather that will <jive you your hrst ma^ic 
bar increase. 


when you enter the room you will encounter 
a new type of undead enemy: wraiths 
of Athens (Dive skeletons). The best way 
to defeat these enemies is to block their 
attack, <jrab them and then launch them 
into the air. 


After you’ve slaughtered all your foes there 
is a health chest near the doorway, on the 
opposite side of the doorway is a bunch of 
rubble that you can smash to reveal a chest 
containing a ^or^on eye. 


Protected by copyright. Unauthorized or. 


copying or downloading expresshyjrphibited. 


I ORB DROPS 1 

! DEATH 

1 15 


1 

DEATH PECAP~ 

T2°' 



US MI LK 

~1 N/A 



pnirr 

|u 



HhatteIT 

jZZZZI 



pJMHATTE~ 

jZZZZI 



f/Ml N I -GAME 

N/A~" 







E| 

□ 

11 

mm 

_ _ i 

rr.u 

L rni 

i * 





n 


nJ I 


M Jjll] 





II fra 


m 


I 


m 


IJM0 


Vi 


Vif 


Vm 




Defeating all the monsters up here will 
lower the barrier below. 30 back down 
the staircase and exit through the lar^e 
doorway, as you emerge on a new balcony, 
walk into the camera to hnd an item chest. 
The red orbs you receive should put you 
close to beimj able to upgrade your blades 
to Level 3. 


on the opposite end of the balcony is a 
health chest. Leap from this led^e straight 
across to a small platform. Next, jump to 
the broken column and clin<j to the vines, 
crawl to the ri<jht, down and then back to 
the left to reach the led^e on the left side. 
you will need to move quickly on the vines 
before the Archers <jet a bead on you. 


Double jump to the led<je with an orb 
chest and break down the door. Enter 
the connecting hallway, killing the Dive 
skeletons and the archers. 


Eliminate the Archers outside and press r£ 
to lower the wooden plank, walk across it 
and leap back onto the center column with 
the vines, climb to the ri<jht side and leap 
to the other pillar, crawl around this pillar 
as well and jump to the led<je on the ri^ht 
where an item chest full of orbs is waiting 
for you. 


/« 
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BROKEN ROAD: INTERIOR 


follow the path and turn left to cross oner 
a crumbling bridge. Note: There is a sane 
point in the room straight ahead, but you 
need to make a detour hrst. on the other 
side is a lar^e Ballista that you will need to 
push/kick into the next room. The room has 
a health/ma^ic chest on the ri^ht behind 
a liftable door. The other doors simply 
hide breakable pots, continue to push the 
Ballista until it is on the lar^e <jear in the 
floor on the left side by the hrst metal. 


/on 


Lift the door near the Ballista and destroy 
the undead in that area with a zap of 
poseidon’s Ra^e to <jet a ioo-hit combo, 
pull the lener to lower the ladder and 
simultaneously rotate the Ballista. go back 
out to the room and mone the Ballista off 
the lar<je <jear. Return to the alcone and 
climb up the ladder to hnd an item chest. 


climb back down, pull the lener and then 
put the Ballista back on the larger <jear. 
pull the lener once more so the ballista will 
now face the wooden door. Dra<j it in front 
of the door and hre away! go through the 
newly created exit and follow the hallway 
to a Blue god Door, step up to this altar and 
receine a new ability. 


BALLISTA 


ZE US' FURY 


BROKEN ROAD: INTERIOR 
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ZEUS, THE YOUNGEST SON OF CRONUS 
AND RHEA, WAS THE SUPREME 
RULER OF MOUNT OLYMPUS AND 
OF THE PANTHEON OF GODS WHO 
RESIDED THERE. BEINCTHE SUPREME 
RULER HE UPHELD LAW, JUSTICE AND 
MORALS, AND THIS MADE HIM THE 
SPIRITUAL LEADER OF BOTH CODS 
AND MEN. ZEUS WAS A CELESTIAL 
COD, AND ORIGINALLY WORSHIPED 
AS AWEATHER GOD BYTHE CREEK 
TRIBES. THESE PEOPLE CAME 
SOUTHWARD FROM THE BALKANS, 
CIRCA 2100 BC. HE HAS ALWAYS BEEN 
ASSOCIATED AS BEING AWEATHER 
COD, AS HIS MAIN ATTRIBUTE IS THE 
THUNDERBOLT. HE CONTROLLED 
THUNDER, LIGHTNING AND RAIN. 
THEOCRITUS WROTE: "SOMETIMES 
ZEUS IS CLEAR, SOMETIMES HE 
RAINS." HE IS ALSO KNOWN TO 
HAVE CAUSED THUN DE RSTORMS. IN 
HOMER'S EPIC POEM, THE ILIAD, HE 
SENT THUNDERSTORMS AGAINST HIS 
ENEMIES. THE NAME ZEUS IS RELATED 
TO THE CREEK WORD DIOS, MEANING 
"BRIGHT." HIS OTHER ATTRIBUTES 
WERE THE SCEPTER, THE EAGLE 
AND HIS AEGIS (THE COAT-SKIN OF 
AMALTH El A). 

ZEUS HAD MANY OFFSPRING. HIS WIFE 
HERA BORE HIM ARES, HEPHAESTUS, 
HEBE AND EILEITHYIA, BUT ZEUS HAD 
NUMEROUS LIAISONS WITH BOTH 
GODDESSES AND MORTALS. HE EITHER 
RAPED THEM, OR USED DEVIOUS 
MEANS TO SEDUCE THE UNSUSPECTING 
MAIDENS. HIS UNION WITH LETO 
(MEANING THE HIDDEN ONE) 
BROUGHT FORTH THE TWINS APOLLO 
AND ARTEMIS. ONCE AGAIN HERA 
SHOWED HER JEALOUSY BY FORCING 
LETO TO ROAM THE EARTH IN SEARCH 
OF A PLACE TO GIVE BIRTH, AS HERA 
HAD STOPPED HER FROM GAINING 
SHELTER ON TERRA-FIRMA OR AT SEA. 
THE ONLY PLACE SHE COULD CO WAS 
TO THE ISLE OF DELOS I N TH E MIDDLE 
OF THE AEGEAN, THE REASON BEING 
THAT DELOS WAS, AS LEGEND STATES, A 
FLOATING ISLAND. 



ZEUS HAD MANY TEMPLES AND FESTIVALS IN HIS HONOR, THE MOST FAMOUS OF HIS SANCTUARIES 
BEING OLYMPIA, THE MAC N I FIC E NT "TEMPLE OF ZEUS," WHICH HELD THE GOLD AND IVORY STATUE 
OF THE ENTHRONED ZEUS, SCULPTED BY PHIDIAS AND HAILED AS ONE OF THE "SEVEN WONDERS OF 
THE ANCIENT WORLD." ALSO THE OLYMPIC GAMES WERE HELD IN HIS HONOR. THE NEMEAN GAMES, 
WHICH WERE HELD EVE RY TWO YEARS, WERE TO HONOR ZEUS. THERE WERE NUMEROUS FESTIVALS 
THROUGHOUT GREECE: IN ATHENS THEY CELEBRATED THE MARRIAGE OF ZEUS AND HERA WITH THE 
TH EOCAMIA (OR G AMELIA). THE CELEBRATIONS WERE MANY: IN ALL, ZEUS HAD MORE THAN 150 
EPITHETS, EACH ONE BEING CELEBRATED IN HIS HONOR. 




jjil ,|> 


m 


I I L — 1 L: 


75 


Protected_bv copyright. Unauthorized or unlawti 


r ing or downloading expressly prohibited. 












pjj] 

Iss 


IffMl 

Illlj > 

[SI 

i :| 

;§§ 

'M 

pl 

pi 

®' 1 

[pim 

H| 

\m 


pj 


m 

pj; 


POWER OF THE CODS: ZEVS' RACE 


THIS MAIN FOCVS OF THIS MACK IS TO TAKE OUT 
ENEMIES FROM A SAFE DISTANCE. WITH ITYOV CAN 
FINALLY TVRN THE TABLES ON THE PESKY ARCHERS 
THAT LOB ARROWS AT YOV. HOWEVER, THIS IS MORE 
THAN JUST A WEAK PROJECTILE ATTACK. AT LEVEL TWO 
AND BEYOND THIS ABILITY CAN BE CHARGED, AND IT 
PROVIDES SOME PRETTY DEVASTATING BOLTS. ITS SPEED 
COUPLED WITH THE VERY LOW CASTING COST MAKE 
IT AN EFFECTIVE WAY TO DEAL WITH TROUBLESOME 
MONSTERS. ALSO, YOU CAN USE THIS ABILITY TO KNOCK 
ENEMIES OFF OF LEDGES. WITH THE LOWEST CASTING COST 
OF ALL THE POWER OF THE GODS AND ITS INCREDIBLE 
RANGE, THIS IS A GOOD POWER TO RELY ON WHEN YOU 
DONT HAVE THE HEALTH OR MAGIC TO SPARE. 



once you acquire this new <jodly power, see 
if you have enough orbs to upgrade it. The 
cost is very low, and this ability is <jreat 
for ta<^in<j enemies at a distance, use the 
Ma<jic chest on the left and then continue 
through he doorway back out to the area 
with the crumbling bridge, as you cross the 
bridge this time, you will notice the Archers 
on the top. use your new ma<jic ability to 
make short work of them. 




After you destroy all the Archers, a barrier 
will drop, so do not cross the bridge yet. 

Head back the way you left, and <jo ri<jht to 
the now accessible room opposite the side 
where you draped the Ballista. in this room 
you will hnd a breakable wall that hides a 
qonqoN eye, a phoenix ceather and a ma^ic 

CHEST. 


/cV 


finally, <jo back across the bridge to the 
room with the sane point that you passed 
up a while a^o. walk through the crack 
in the wall and climb the ladder to the 
rooftops. 
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ROOFTOPS: EXTERIOR 



a bunch of Harpies and a few Minotaurs are 
ready to play on the roof, ignore them for 
now and <jo to the ri<jht to climb a ladder that 
reveals a secret area with a goR^ON eye and 
a health/macjc chest, jump back down and 
eliminate the enemies, use Medusa’s c^aze to 
freeze and shatter the Harpies in the air for a 
<jre at orb bonus. 




ACT III 
ACT IV 
ACT V 


ACT VI 
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jump to the next rooftop to the left and 
walk to the lower-left ed<je. you will notice 
a convenient rope just waiting to be used, 
jump to the rope and swimj across a series of 
them to hnd a secret area with tons of chests. 
you will need to use zeus’ fury to attack 
the archers in the distance, and it will be 
impossible to open the chest, fry them all and 
your prize will be three orb chests and two 

MACjlC/HEALTH CHESTS. 


BRIDCE 








Backtrack to the rooftop beyond the ropes, 
and <jo the ed<je near the ma^ic/health 
chest, jump to the left and take out the 
Minotaur, walk to the upper-left ed<je, and 
you should notice scaffolding below, jump 
down to hnd a chest with a ^or^on eye. This 
should <jive you a life bar increase! 


the upper-left corner near a staircase. <30 up 
the stairs and throw a li<jhtin<j bolt at the 
your unwilling man on the other side, cross 
the bridge and open two chests to reveal a 

PHOENIX fEATHER and a (jORCjON EYE. 


Enter the hallway and kill several Dive 
skeletons, you will eventually come to a 
room with two item chests, step into the 
alcove and walk onto the pressure plate to 
lower the. elevator. 


jump on the chest and leap up to the side of 
the building, pull yourself up and <jo to the 
ri<jht ed<je to break a barricade. Leap across 
the <jap to <jrab onto some vines and crawl 
up to the new rooftop, a Ma^ic chest is in 
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TOWN SQUARE: EXTERIOR / STAIRCASE: EXTERIOR 

walk out on the narrow led<je and jump to 
X!X!f on *o a section where it widens, you 

' ' will be able to <jrab the ri<jht side and move 

hand-over-hand to the ri<jht. when you are 
all the way on the ri^ht side, you can jump 
to a secret area that holds an orb chest, 

(jOR(jON eye, and phoenix ceather. Note: if 
you fall, there is a ladder that leads ri^ht 
back up to the led^e. 



/e/cn 


follow the staircase up and walk alon<j the 
side of the cliff while killing the undead. 
There is a breakable wall on the way that 
holds an orb chest, continue up another 
staircase to reach the Temple of the oracle. 


m 


LOCKED TRAP DOOR 


STAIRCASE: EXTERIOR 
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ORACLE'S TEMPLE: EXTERIOR 


use the health and MAcpc chests before you 
approach the Temple. Kill a slew of Harpies 
and several gor^ons to lower the barriers. 


<30 to the far left of the temple to jump up to 
a led<je with an orb chest, on the left side 
near the entrance is a chest with a phoenix 
leather. The ri<jht side holds a goR^ON eye 
and the far-ri<jht side hides another orb 
chest, when you are done collecting goodies 
enter the temple. 







walk up a series of staircases and enter a 
room with serious Harpy problem. The evil 
beasts are coming in from holes on both 
sides of the wall, you must pull the statues 
way in the back of the room to cover the 
holes to stop the inhnite flow of enemies, 
pull each of the statues out and then kick 
them down to the main level. Then, simply 
push them so their shields are completely 
covering the holes in the wall, when you are 
done, kill all remaining Harpies and use any 
of the three health/ma^ic chests. Near the 
entrance of the room are ledges on each side 
that hide an orb chest and a goR^ON eye. 



IV 


open the metal <jate on the left and run up 
the staircase. This will lead you to a room 
with numerous balance beams, several of 
the beams will drop out when you approach 
them so take it slow and stick to the outside, 
go toward the left and you will be able to 
jump to a led<je that hides a gor<jon Eye. 
when you <jet to the other side, you can save 
your <jame and use the Health chest if you 
need it. 
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ORACLE'S TEMPLE: INTERIOR (PUZZLE) 

follow the lomj hallway and series of staircases to reach 
^ an outdoor area, pull the very tall statues from each side 
of the entrance toward the ed^e of the platform, push the 
hrst one oner the ed<je and then line the second one up so it 
lands directly on top of the hrst. 


jump down and pull the two hi<jh column of statues to the 
ri^ht. Around the perimeter of this lower level are several 
breakable walls that hide an item chest and a ^or^on eye, 
which will <jive you a life bar increase. 



STATUE POSITION 1 


STATUE POSITION 2 
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continue pushing the statues to the ri<jht 
of the raised platform, jump up to the 
led<je above the doorway and open the orb 
chest, from here, leap to the platform and 
try to leap to the statues to the ri^ht. The 
positioning of the statues is very tricky, but 
you should be able to <jrab the ed<je of the 
statues and then jump to a small alcove 
that contains two orb chests. 


Move the stautes to the left side of the 
Vhi platform and jump across to led^e with a 
ton of climbable vines. 


when you climb the vines to the left you 
will stop at a water wheel hazard, from 
this point a timer will appear and you must 
reach the oracle before the time runs out. 
wait for each of the water wheels to stop 
spinning and jump across to the left. 

continue to the left climbing the vines until 
you reach a small led^e. Run to the other 
side and jump up to the vines. Leap across 
the <jap to the left and climb up the wall of 
greenery until you notice a rope on your 
left. Double jump to this rope and swin<j 
across to the other side. 


/Cl 


This side of ihe mountain has a series of 
narrow ledges that you must traverse. 

The end of the path will lead you to a rope 
where you can swimj to the lar^e plate 
beimj held by the statue of Athena, if you 
move quickly you should have plenty of 
time to save the oracle. 
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CUFF: EXTERIOR 

it is a lon<j journey, but travel all the way up the stairs of suicide Bluff and at the very top 
around the ri<jht side of the portal, you will hnd a chest with a phoenix feather. This is a lon<j 
diversion but it will increase your ma<jic bar so it’s worth the trip. Backtrack down the mountains 
and walk across the sword bridge. Descend the spiral staircase and look for the chest on the 
bottom with a phoenix feather. 
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SEWER: INTERIOR, A 

jump over the led^e and pass by Health/ 

I Ma^ic chest on each side, continue to the 
left and destroy the undead Legionnaires 
and archers, on the led<je to the left where 
the archers are, you’ll hnd a Health/Ma<jic 
chest and an item chest full of orbs. 




climb up another led^e and continue your 
slaughter in the sewers by dispatching a few 
Minotaurs. if they are <jivin<j you trouble 
use Medusa’s gaze to “stone” them. The 
<jood news is that there is health / m Ag i c 
chest is nearby. 



jump down to the next section and walk 
under the area you just came from to hnd 
a hidden orb chest, continue down the 
path past two more HEALTH/MAgic chests, 
and you will end up at a led<je with two 

ITEM CHESTS. 
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SEWER: INTERIOR, B 


when you jump up to the next part of the 
sewer two cyclops Brutes will be waiting. 

Run back down the tunnel to h<jht them or 
stone them where they stand. After they are 
defeated several Minotaurs and undead will 
emerge, use the health/ma^ic chest by the 
ladder and zap them with your li^htnin^*. 


IV 


£ arther up the tunnel are some more Archers 
on a led<je with an orb chest. Kill them and 
make your way to the end of the sewers, a 
ladder will lead you to a spiral staircase. 
Ascend the stairs and pull the lever at the 
top. you will now be back to the bridge 
where you hrst met the oracle. 


SWITCH 
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Run up the path and take the turn to the ri<jht this time. The 
<jiant oracle door will be open, on the ri^ht sides near the 
statue are hidden item chests that contain orbs, collect 
these trinkets and leave through the open doorway to the 
Desert of Lost souls. 
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DESERT: EXTERIOR 

a sandstorm causes extremely limited 
,j visibility, you must listen carefully and 
follow the increasing volume of the son^s 
of the sirens to track them down. The sirens 
roam in a general area, but the map shows 
the approximate location of all three. 

The sirens will not en<ja<je you instantly, in 
II fact, if you attack and back off, they will <jo 
back to roaming the desert, you can exploit 
this fact by usimj zeus’s fury to zap them 
from a safe distance. After a few bolts, the 
circle prompt will appear, and you can run 
up close to <jrab and hnish them off. if you 
want a <jood challenge, fnjht them toe-to-toe. 

There are several item chests containing 
orbs that are hidden around various 
landmarks in the swirling sand, check the 
map to hnd their locations, a health/ma^ic 
chest is straight back at the end of the area 
near the exit to the level and your hrst siren. 


SIREN 


SIREN 





MINI-BOSS: DESERT SIREN 


HIT POINTS: 

MACK WEAKNESS: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


CHARCE THUNDERBOLT 
SOUL RELEASE 
6,000 
10,000 
1 SECOND 

EVADE 

DIZZY 

N/A 


THE SIREN SISTERS INITIALLY ROAM THE DESERT ALONE. 
THE QUICKESTWAYTOTAKE THEM OUT IN YOUR FIRST 
ENCOUNTER IS TO USE ZEUS' FURY TO SAFELY ZAP THEM 
FROM A DISTANCE. AFTER SEVERAL SHOTS, THE CIRCLE 
PROMPT WILL APPEAR. CET IN CLOSE AND CRAB THEM 
TO FINISH IT. LATER ON ALL TH REE WI LL ATTACK AN D 
THEY ARE MUCH STRONGER. USE POSEIDON'S RACE WHEN 
YOU CAN CET THEM TOGETHER AND THEN CONTINUE 
TO SINGLE ONE OUT CRABBING THEM WITH THE CIRCLE 
PROMPT APPEARS. 
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IN CREEK MYTHOLOGY, THE SIRENS ARE CREATURES WITH THE HEAD OF A FEMALE 
AND THE BODY OF A BIRD. THEY LIVED ON AN ISLAND (SIRENUM SCOPULI; THREE 
SMALL ROCKY ISLANDS), AND WITH THE IRRESISTIBLE CHARM OF THEIR SONG, 
THEY LURED MARINERS TO THEIR DESTRUCTION ON THE ROCKS SURROUNDING 
THEIR ISLAND. 

THE ARGONAUTS ESCAPED THEM, BECAUSE WHEN HE HEARD THEIR SONG, 
ORPHEUS IMMEDIATELY REALIZED THE PE Rl L TH EY WE RE IN. HE TOOK OUT HIS 
LYRE AND SANG A SONG SO CLEAR AND RINGING THAT IT DROWNED THE SOUND 
OF THOSE FATAL VOICES. WHEN ON ANOTHER JOURNEY THE ODYSSEUS' SHIP 
PASSED THE SIRENS, HE HAD THE SAILORS STUFF THEIR EARS WITH WAX. HE THEN 
TIED HIMSELF TO THE MAST FOR HE WANTED TO HEAR THEIR BEAUTI FUL VOICES. 

THE SIRENS SANG WHEN THEY APPROACHED - THEIR WORDS EVEN MORE 
ENTICING THAN THE MELODY. THEY WOULD GIVE KNOWLEDGE TO 
EVERYMAN WHO CAME TO THEM, THEY SAID, RIPE WISDOM 
AND A QUICKENING OF THE SPIRIT. ODYSSEY'S HEART RAN WITH 
LONGING, BUT THE ROPES HELD AND THE SHIP SAILED TO SAFER 
WATERS (ODYSSEY XI I, 39). 


HOMER MENTIONS ONLYTWO SIRENS, BUT LATER AUTHORS 
MENTION THREE OR FOUR. THEY WERE REGARDED AS THE 
DAUGHTERS OF PHORCYS, OR THE STORM GOD ACHELOUS. 
ACCORDING TO OVID, THEY WERE NYMPHS AND THE PLAYMATES OF 
PERSEPHONE. THEY WERE PRESENT WHEN SHE WAS ABDUCTED, AND 
BECAUSE THEY DID NOT INTERFERE, DEMETER CHANGED THEM 
INTO BIRDS WITH FEMALE FACES. 
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RUNES: INTERIOR 

when all three sirens are destroyed, enter 
the open doorway and sane your <jame. 
There are two Health/Ma<pc chests if you 
need them. 

follow the small hallway, and you’ll jump 
down to a conveyer belt. There are two ways 
you can complete this part. The hard way is 
to run up the conveyor belt and lift the <jate 
to expose a Block. At this point you have the 
fun of trying to push the Block against the 
motion of the conveyor belt while fujhtin^ 
enemies. However, the easy way to do this is 
to <jo to the end of the conveyor and attack 
the lar^e, spiked roller, it takes a lot of hits, 
but you can break it and completely free 
yourself of the moving* belt hassle. 

without the motion of the belt to contend 
with, you can simply focus on killing* all 
the undead enemies, once your foes are 
eliminated, push the slock to the wall to the 
left. Leap onto the slock and up to the led^e. 
Lift the <jate in front of you and be sure to 
check out the murals in the nest room. 


DESERT: EXTERIOR 


After ^azin^* at the pictures on each side of 
the wall, step up to the lar^e horn and press 
re to active it. This will clear a path through 
the sand, follow the stairs upward only to 
pause for the health/ma^ic chests on the 
way. Be sure to use them if you need to, 
because you have a tou^h h^ht ahead of you. 


At the top of the staircase the siren sisters 
'HI await, you must hyht all three at once, and 
they are a lot toucher this time. After taking 
enough damage, the circle prompt will appear 
above their heads- At this prompt, you should 
run i 1 1, dose am! ^aib them, bur t] im'T expect 


them to die after this hrst throw. They’re a lot 
toucher this time. <^et all three together and 
use a level z or 3 poseidon’s Ra^e to deal a 
lot of damage to each of them. Also, keeping 
them close together has the side beneht of 
them hitting each other instead of you. when 
you run out of ma^ic, focus on one siren at a 
time by usimj ju^le combos to make the circle 
prompt appear. 


when all three are ^one, you will blow 
the next horn and summon xronos. This 
will start your lon<j and perilous journey 
th i'ou^Ii jxuuluftrs rumple- 
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CRON VS WAS THE SON OF VRANVS AND GAIA AND THE YOVNCEST OF THE 12 TITANS. HIS WIFE WAS 
ALSO ONE OF THE TITANS (HE MARRIED HIS SISTER RHEA). THEIR OFFSPRING WERE DEMETER, HESTIA, 
HERA, HADES, POSEIDON AND ZEUS. IT IS WRITTEN THAT V/RANV/S WAS FEARFUL OF HIS CHILDREN'S 
GREAT STRENGTH AND POWER. 

GAIA FOUND HER OFFSPRING UNCOMFORTABLE AND PAINFUL, AND WHEN SHE FOUND THE 
DISCOMFORTTOO MUCH TO BEAR, SHE HATCHED A PLAN, WHICH WAS TO END THE PASSIONS OF 
URANUS, SO NO MORE OFFSPRING COULD BE PRODUCED. TO ACHIEVE THIS SHE REQUIRED THE HELP 
FROM ONE OF H ER CH I LDRE N. SH E ASKED THEM ALL, BUT ONLY HER YOUNGEST CHILD CRONUS 
WOULD HEED HER CALL. TO HELP CRONUS SHE CAVE HIM AN ADAMANTINE SICKLE TO SERVE AS HIS 
WEAPON. 

CRONUS LAY IN WAIT HIDDEN FROM VIEW, AND WHEN URANUS CAME TO LAY WITH GAIA, CRONUS 
STRUCK. WITH ONE MIGHTY BLOW FROM THE SICKLE CRONUS SEVERED THE GENITALS FROM URANUS' 
BODY. FROM THE BLOOD WHICH FELL TO THE EARTH WERE BORN THE ERINYES (FURIES), THE GIANTS 
AND ALSO THE MELIAE (NYMPHS OF THE MANNA ASH TREES). IN OTH E R VERSIONS APHRODITE 
WAS BORN FROM THE FOAM CREATED FROM THE SEX ORGANS OF URANUS, AFTER THEY HAD BEEN 
THROWN INTO THE SEA BY CRONUS. 

ONCE CRONUS HAD CASTRATED URANUS, H E AN D H IS WI FE RH EA TOOK TH E TH RON E. UN D E R TH E I R 
POWER A TIME OF HARMONY AND PROSPERITY BEGAN, WHICH BECAME KNOWN AS THE "GOLDEN 
AGE;" ATIME WHEN IT WAS SAI D THAT PEOPLE LIVE D WITHOUT CRE E D OR VIOLE NC E, AN D WITHOUT 
TOIL OR THE NEED FOR LAWS. BUT NOT ALL WAS WELL FOR CRONUS, AS IT WAS FATED THAT HE 
WOULD BE OVERTHROWN BY ONE OF HIS OWN CHILDREN. TO PREVENT THIS FROM HAPPENING HE 
BEGAN TO SWALLOW HIS NEWBORN, TAKING THEM AT BIRTH THEN SWALLOWING THEM WHOLE, 
RETAINING THEM INSIDE HIS OWN BODY WHERE THEY COULD DO HIM NO HARM. 


RHEA DID NOT LIKE THE THOUGHTS OF LOSING ALL HER CHILDREN, AND WITH THE HELP OF GAIA, 

SHE SAVED ZEUS FROM THIS FATE. RHEA WRAPPED A STONE IN ZEUS' SWADDLING CLOTHES WHICH 
CRONUS TOOK AND IMMEDIATELY SWALLOWED THINKING IT WAS THE CHILD. GAIA AND RHEA'S PLAN 
WORKED WELL, AND THE BABY ZEUS WAS TAKEN TO CRETE. THERE IN A CAVE ON MOUNT DICTE, THE 
DIVINE COAT AMALTH E I A SUCKLED AND RAISED THE INFANT ZEUS. WHEN ZEUS HAD CROWN INTO 
A YOUNG MAN HE RETURNED TO HIS FATHER'S DOMAIN, AND WITH THE HELP OF GAIA, COMPELLED 
CRONUS TO REGURGITATE THE FIVE CHILDREN HE HAD PREVIOUSLY SWALLOWED. (IN SOME VERSIONS 
ZEUS RECEIVED HELP FROM METIS WHO GAVE CRONUS AN EMETIC POTION, WHICH MADE HIM VOMIT 
UP ZEUS' BROTHERS AND SISTERS.) ZEUS LED THE REVOLT AGAINST HIS FATHER AND THE DYNASTY OF 
THE TITANS, DEFEATED AND THEN BANISHED THEM. 
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PANDORA'S TEMPLE: EXTERIOR 


After climbing the Titan for three days, 
Kratos arrives at the entrance of pandora’s 
Temple. After passing the two pillars 
marking the end of the bridge, you notice a 
figure burning something in the distance, 
nehll your ma<jic or health usimj the health/ 
ma^ic chests on the ri<jht or left if needed 
and then walk down the path to the left side, 


After beimj warned by undead Legionnaire, 
open the health/ma^ic chest and jump 
down to the lower level where three cyclops 
Dessert Kin^s will attack you. if the Ra^e of 
the ^ods is ready for activation, now would 
be a <jood time to use it. After the three 
are defeated, climb the stairs to enter the 
temple itself. 


The path is straightforward, and when 
Kratos reaches the end, <jrab the handle 
that is a part of the wall and pull it out 
to reveal a rock staircase, once you have 
pulled it out to the maximum distance, 
release it and jump up the makeshift 
staircase on the rock wall <jrabbin<j onto the 
ed^es and hoisting yourself to the top. 


FROM THE 
DESERT 




Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited, 
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MONSTER: CYCLOPS DESERT KINC 


THE TOVCHEST VERSION OF ITS TYPE. LVCKILY 
THESE BIC MONSTERS DON'T PURSUE YOU VERY 
MUCH. IF YOU ARE FAR AWAY SET VP A PLVME 
OF PROMETHEVS TO HIT ON THE LAST MOVE. 
OTHERWISE, DODCE TO THE SIDE AND VSE QVICK 
ATTAC K$ TO C H I P AWAY. 


TRAINING 

CROVNgj 


HIT POINTS: 

MACK WEAKNESS: 
MINI-CAME: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


| 350 

CHARGE THUNDERBOLT 
CHEST IMPALE SLIDE 

25,000 

25 

3 SECONDS 
TANK 

LOW HEALTH 
N/A 


[ " " ORB DROPS”’ 1 

j DEATH 

| 100 (100% CHANCE 30 HP AND 10 MP) 

1 

DEATH DECAP 

N A 



|___ 

N/A 



p tfmT 

' N/A 



p__ ~ 

125 




Tnm^ - 



rMlNT-GAME 

j 210 (100% CHANCE 30 HP) 



At the top of the stairs before turning the 
IV crank to open the door leading into the 

temple itself, <jrab the ^or^on’s eye out of 
the item chest to the left and the phoenix 
fEATHER out of the item chest to the ri<jht. 
once these items are acquired, <jrab the 
handle, turn the crank, and then enter the 
temple, if you are still short on energy, 
there is a ma^ic/health chest to the ri^ht 
of the door. 




MONSTER: DESERT WRAITH 


HIT POINTS: 
MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 


DEATH 

"de ath "d ecaF 

(S MILK 

TrKTLL~~‘ 

SHATTER ~ 

air ? hatter * 
M inkam~ 


30 (100% CHANCE 10-20 HP AND 3-6 MP) 


V/SE THE SAME TECHNIQUE OF CRABBINC THEM AND 
SLAMMINC THEM TO THE CROUND AS THEIR WEAKER 
BROTHERS. HOWEVER, YOU HAVE TO BE A LOT 
QUICKER WITH THESE FOES, BECAUSE THEY ARE FASTER 
AND MORE POWERFUL, ESPECIALLY IN CROUPS. 
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THE RINCS OF PANDORA: FIRST VISIT 


The temple doors will shut themselves 
behind Kmtos, and he will be forced to 
fnjht Dessert wraiths and some Archers. 
After all the enemies are defeated, 
open the bi<j round door at the end to 
enter the nin^s of pandora, if you are 
low on health, there is a health chest 
in this room as well. 


RESISTANCE: 
HIT POINTS: 
ESCAPE TIME 


DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


■ 120 

MEDUSA'S CAZE 

STUCK UPPERCUT 
BEHEADINC 

4,000 

1 

5 SECONDS 

BLOCK 

CENERAL 

BOUNCE, AIR CATCH REPEATED, CS KILL 


STONE 

STONE 

STONE 
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CHAMBER OF THE CRYSTAL EYE: FIRST VISIT 
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The next section will be lon<j and perilous, 
venture around the rin^s until you see an 
open door way on the outer wall leading to 
a path full of closing spiked walls, to <jet by 
the spiked walls wait until after they open 
and roll through usin<j the roll maneuver, 
when you reach the end you will hnd 
yourself in an open chamber with a pool of 
water m the center. 



open the item chest on the ri^ht and then 
Yu pull the lever in the middle of the crystal 
Eye to <jain access to another handle in the 
outer rimjs. Don’t worry about the two new 
handles that appear as you leave the area 
in the crystal Eye — those will be used much 
later. The spiked walls in the hallway have 
stopped moving, making it easy for you to 
<jet back to the rin^s. There is also a MAcpc/ 
health chest here if you need it. 

The hrst feature that comes to your 
nttes tion when you reenter the outer rin^s 
is that a new handle has appeared, c^rab 
the lever and then rotate it in a circle to 
rotate the room. The open doorway will 
reveal other paths alon<j the outer wall. The 
hrst path leads to a door with pictures of 
the Muses. examine the door, and you will 
notice that two of the Muses are missing. 


POWER OF 
THE CODS 
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THE CREEK CODDESSES WHO PRESIDED OVER THE ARTS AN D SCI E N< ES. TH EY WERE BELIEVED TO INSPIRE 
ALL ARTISTS, ESPECIALLY POETS, PHILOSOPHERS AND MUSICIANS. THE MUSES WERE THE DAUCHTERS 
OF ZEUS AND MNEMOSYNE, THE CODDESS OF MEMORY. THE NUMBER OF MUSES VARIES OVER TIME; 
INITIALLY THE RE WAS BUT ONE, AND LATER THERE IS MENTION OF THREE: MELETE, MNEME AND 
AOEDE. THEY WERE NYMPHS IN PIERIA, WESTERN THRACE, AND THEIR CULT WAS BROUCHTTO 
HELICON IN BOEOTIA BY THE ALOADAE. USUALLYTHERE IS MENTION OF NINE MUSES: CALLIOPE, 

CLIO, ERATO, EUTERPE, MELPOMENE, POLYHYMNIA, TERPSICHORE, THALIA AND URANIA. 

THE MUSES WERE VENERATED THROUCHOUT CREECE, BUT MORE SO IN THOSE AREAS WITH MANY 
WELLS AND SPRINGS. THE AREA OF BOEOTIA, NEAR HELICON, REMAINED THE FAVORITE PLACE OF THE 
MUSES, AND THERE THEY WERE MORE VENERATED THAN ELSEWHERE. IT IS ALSO THE PLACE OF TWO 
WELLS THAT WERE SACRED TO THEM: ACANIPPE AND HIPPOCRENE. ALSO DELPHI AND THE PARNASSUS 
WERE THEIR FAVORITE PLACES, AND IT WAS HERE THAT APOLLO BECAME THEIR LEADER (MUSACETES). 

THE MUSES SAT NEAR THE THRONE OF ZEUS, KINC OF THE CODS, AND SANC OF HIS CREATNESS AND 
OF THE ORICIN OF THE WORLD AND ITS INHABITANTS AND THE CLORIOUS DEEDS OF THE CREAT 
HEROES. FROM THEIR NAME WORDS SUCH AS MUSIC, MUSEUM AND MOSAIC ARE DERIVED. 


ART 

CALLERY 


i'if 
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After leaving the area with the Muse Door, return to the nn^s and continue to rotate the room 
until you reach the path with the bright object in the background. Touch the symbol and you will 
receive the blade or artemis. After receiving the Blade, continue forward and the challenge of Atlas 
will be^in. 


NEW WEAPON: BLADE OF ARTEMI 


THE BLADE OF ARTEMIS IS A POWERFVL SWORD 
THAT IS CAPABLE OF SLICING YOUR ENEMIES VP 
WITH EASE. THIS BLADE CAN BE EQVIPPED AT ANY 
TIME BY PRESSING LI R1 SIMVLTAN EOVSLY. THE 
DRAWBACK TO VSING THIS WEAPON IS THATYOV 
LOSE THE RANGE OF THE BLADES OF CHAOS AND THE 
ABILITY TO THROW. YOU MAY NOT HAVE A VSE FOR 
THIS WEAPON NOW, BVT IT WILL COME IN HANDY 
LATER ON. 


UMiKAimmomm mrmn 


THE DAVCHTER OF LETO AND ZEVS, AND TWIN SISTER OF APOLLO, ARTEMIS IS THE GODDESS OF THE 
WILDERNESS, THE HVNT AND WILD ANIMALS, AND FERTILITY. (SHE BECAME A GODDESS OF FERTILITY 
AND CHILDBIRTH MAINLY IN CITIES.) SHE WAS OFTEN DEPICTED WITH THE CRESCENT OF THE MOON 
ABOVE HER FOREHEAD AND WAS SOMETIMES I DE NTI FI E D WITH SELENE (GODDESS OF THE MOON). 
ARTEMIS WAS ONE OF THE OLYMPIANS AND A VIRGIN GODDESS. HER MAIN VOCATION WAS TO ROAM 
MOUNTAIN FORESTS AND UNCULTIVATED LAND WITH HER NYMPHS IN ATTENDANCE, HUNTING FOR 
LIONS, PANTHERS, HINDS AND STAGS. SHE HELPED IN PROTECTING AND SEEING TO TH E I R WE LL-B E I NG, 
AS WELL AS THEIR SAFETY AND REPRODUCTION. SHE WAS ARMED WITH A BOW AND ARROWS, WHICH 
WERE MADE BY HEPHAESTUS AND THE CYCLOPES. 

BEING A GODDESS OF CONTRADICTIONS, SHE WAS THE PROTECTRESS OF WOMEN IN LABOR, BUT IT WAS 
SAID THATTHE ARROWS OF ARTEMIS BROUGHT THEM SUDDEN DEATH WHILE GIVING BIRTH. AS WAS 
HER BROTHER, APOLLO, ARTEMIS WAS A DIVINITY OF HEALING, BUT ALSO BROUGHT AND SPREAD 
DISEASES SUCH AS LEPROSY, RABIES AND EVEN GOUT. 

BEING ASSOCIATED WITH CHASTITY, ARTEMIS AT AN EARLY AGE (IN ONE LEGEND SHE WAS THREE- 
YEARS OLD) ASKED HER FATHER, THE GREAT GOD ZEUS, TO GRANT HER ETE RNAL VI RC I N ITY. ALSO, ALL 
HER COMPANIONS WERE VIRGINS. ARTEMIS WAS VERY PROTECTIVE OF HER PURITY, AND GAVE GRAVE 
PUNISHMENTTO ANY MAN WHO ATTEMPTED TO DISHONOR HER IN ANY FORM. 

ARTEMIS WAS VERY POSSESSIVE. SHE WOULD SHOW HER WRATH ON ANYONE WHO DISOBEYED HER 
WISHES, ESPECIALLY AGAINST HER SACRED ANIMALS. EVEN THE GREAT HERO AGAMEMNON CAME 
UPON THE WRATH OF ARTEMIS, WHEN HE KILLED A STAC IN HER SACRED GROVE. HIS PUNISHMENT 
CAME WHEN HIS SHIPS WERE BECALMED, WHILE HE MADE HIS WAY TO BESIEGE TROY. WITH NO 
WINDS TO SAIL HIS SHIPS HE WAS TOLD BY TH E SEER CALCHAS THATTHE ON LY WAY ARTEMI S WOULD 
BRING BACK THE WINDS WAS FOR HIM TO SACRIFICE HIS DAUGHTER IPHICENIA. SOME VERSIONS SAY 
HE DID SACRIFICE IPHICENIA, OTHERS THAT ARTEMIS EXCHANGED A DEER IN HER PLACE, AND TOOK 
IPHICENIA TO THE LAND OF THE TAURI (THE CRIMEA) AS A PRIESTESS, TO PREPARE STRANGERS FOR 
SACRIFICE TO ARTEMIS. 

ARTEMIS, WITH HERTWIN BROTHER, APOLLO, PUT TO DEATH THE CHILDREN OF NIOBE.THE REASON 
BEING THAT NIOBE, A MERE MORTAL, HAD BOASTED TO LETO, THE MOTHER OF THE DIVINE TWINS, 
THAT SHE HAD BORE MORE CHILDREN, WHICH MUST MAKE HER SUPERIOR TO LETO. APOLLO BEING 
OUTRAGED AT SUCH AN INSULT ON HIS MOTHER, INFORMED ARTEMIS. THE TWIN GODS HUNTED 
THEM DOWN AND SHOT THEM WITH THEIR BOWS AND ARROWS; APOLLO KILLED THE MALE 
CHILDREN AND ARTEMIS THE GIRLS. 







i WALK- 
THROVCH 


HOLE ROOM: INTERIOR, A 


After saving your <jame, continue forward 
and You’ll enter a room where initially you 
are attacked by fallen Legionnaires, cjive 
your new Blade a workout and then switch 
back to the Blades of chaos when the ^or^on 
assassins appear. The Ra^e of poseidon is a 
<jreat way to deplete their health down to 
the point where you can <jrab them to do the 
mini-^ame. it will allow you to take their 
heads off and <jet more ma<jic. 


SAVE 


BLADE OF 
ARTEMIS 
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MONSTER: CORCON ASSASSIN 


HIT POINTS: 

MACK WEAKNESS: 
MINI-CAME: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


■ 135/270 
360 LICHTNINC 
HEAD RIP 

N/A 

N/A 

N/A 

EVADE 

LOW H EALTH 

SQUARE, SQUARE, TRIANCLE (REPEAT) 


THE SECOND LEVEL GORGON'S HAVE A STRONGER CAZE, 
AND YOU MUST USE THE PLUME OF PROMETHEUS 
TO BREAK IT. THESE ARE QUICK AND FIERCE ENEMIES 
- DON'T HOLD BACK ON YOUR MAGIC WHEN YOU 
ENCOUNTER THEM. 


HOLE ROOM: INTERIOR, B 


jump to the broken stairway and investigate 
the top portion of the room, when you 
pass by the macjc chest, several cursed 
Legionnaires will attack. Lure the second 
three away from the bridge to avoid beimj 
hit by the undead Archers. After the second 
set of cursed Legionnaires is defeated, take 
out the undead Archers with zeus’ fury. 


ORB DROP $ 1 

| DEATH 





Tn/a’’ 



|7s MILK 

Tn a 



RTTiTT 

| n7a" 



[SHATTER 

17 a 




| N/A~~ 




IITmp 





H 

'mug 



mmm 

i Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 




i®} 






Protected by copyright. Unauthorized or unlawfuLcoovina or downloading expressly prohibited. 


carefully walk across the beams, then proceed to your ri<jht. 

HI in a small Alcove you will hnd an item chest containing 
a goRgoN eye. After <jettin<j the item, pull the lever in the 
main chamber to drop a weight with a rope on it. press on 
by jumping to the rope to slide down. 


Y/NDERCROY/ND BATTLE: INTERIOR 


when you reach the bottom, jump on the rope to your ri<jht and <jo across to the other side beimj 
IV careful of the fallen Legionnaires that will try to <jrab you and dra<j you down to the Abyss, you can 
earn extra red orbs and health by <jrabbin<j the fallen Legionnaires. After dropping off of the rope, 
hll up your ma^ic usimj the MAtpc chest and your health with the health chest. 


At the end and up the short slope, switch 
to poseidon’s xa<je and <jrab the shield of 
hades on the Altar. The wall behind you 
will be^in to close in, and the only way to 
<jet out of this mess is to destroy all the 
enemies. There are so many of them that 
usin<j poseidon’s xa<je will net you a combo 
of more than 300 hits. 


After defeating the multitude of enemies, 
yf*l replenish your ma<jic and health in the 

MACpc and ma^ic/health chest to the ri^ht. 
xeturn to the main room by double jumping- 
back over to the entrance of this area and 
climbing up the rope, when you reach the 
bottom floor of the bi<j room, jump off of 
the rope and enter the passage to the ri<jht. 
if you still need some health or ma<jic, then 
there is a ma^ic/health chest is there for 
you to <jrab. 


SHIELD OF HADES 


PRIMA OFFICIAL 
STRATEGY GUIDE 


TRAIN INC 
CROY/ND 


POWER OF 
THE CODS 


ART 

CALLERY 





^ * 


Eillll& 

13 III 111 EES 

IlMFHl 


ill i 

EHH 

|!MIIIIM1 eHH 

msslBsl 

s® 


ROTATINC WALL ROOM 


Vii 


VIII 


Before <jrabbin<j and pulling the cart at the 
end of the hall, destroy the ^or^on Assassin 
to your left, ^rab the cart, pull it toward 
the hall and kick it to the next open area. 
two more c}or<jon Assassins will attack you. 
Destroy them and then destroy the undead 
Archers in the back. There will be a total of 
four to deal with. 


now that the room is cleared, pull the 
cart straight back until you are against 
the steps and kick it onto the switch, 
immediately after kicking it, roll back 
because the switch will make the wall turn, 
if you are fast enough, you will hnd yourself 
on the other side of the revolving wall. Don’t 
let your <juard down yet, because a number 
of cursed Legionnaires will attack you. 


V* 


Destroy all the enemies, then rehll your 
ma^ic usin<j the MAcpc chest to the left and 
your health usin<j the health/ma^ic chest 
straight ahead, just around the corner is 
an orb chest, climb the ladder to the ri^ht 
and at the top part of this area, <jo through 
the arch and you will see the second shield. 
Before you <jrab the shield, move across the 
walkway and <jet red orbs from the item 
chest and the orb chest, c^rab the shield of 
zeus from the altar, jump down, place the 
shields into the carvings, and the doorway 
will open up. <30 down the stairway to the 
ri^ht, follow the path and sane your <jame. 


SHIELD 
OF ZEUS 
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CONVEYOR BELT HALL: INTERIOR 


After climbing the ladder and running down the hall, you will hnd yourself in a room full of 
buzz saws, watch out as you make your way across the room, go through the open door on the 
opposite side. 


/Cl 


Turn left in this new hallway, break the 
stone wall and then destroy the three 
cursed Legionnaires, to <jet past the 
spiked walls while riding the conveyor 
Belt, watch the pattern of the walls a 
couple of times before trying to <jet 
through. The walls can be tricky, but if 
you are patient and learn their patterns, 
you should take no damage at all. 
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ACT III 
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THE CUFFS OF ATLAS 


At the end of the conveyor belt climb the 
stairs. Destroy the Harpies on the bridge X!lf i 

' and in the next section, when all the ' 

monsters are dead, scale the wall to the 
left. The area where you can be^in the 
climb is noticeable by the ladder leading 
up part way. if you need ma<jic or health, 
rehll by opening the mac^ic/health chest 
on the ri^ht. on the bridge you can reach a 
orb chest and an item chest containing a 
Phoenix feather by jumping to a led^e on 
the other side where the railing is broken. m 


Normally qrabbin^ the cursed Legionnaires 
and flin^in^ them off of the wall is the way 
to <jo, but you can <jet through this section 
unscathed by usin^* the Blade of chaos. 
After traversing* the hrst lon<j cliff, jump to 
the left to reach the second one. climb all 
the way to the bottom to <jet an item chest 
with a bunch of red orbs. 


Return to the wall, jump over to the next one 
on the left, and climb to the bottom .Here 
you will hnd an item chest for some more 
red orbs or a c^or^on Eye if you don’t have 
them all. finally, halfway up enter the small 
opening with the switch, and pull it to brin^* 
down a chain that will act as a shortcut to 
the bottom when you are through with the 
next room, climb to the top of the chain, and 
you will hnd two orb chests. 
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in this next room don’t waste time, because if you are too 
slow, the floor will open up and you will die. if you are not 
fully healed, take advantage of the mac,ic/health chest 
before entering the room, r ocus on taking out the Ma<jic 
Legionnaires; use one poseidon’s Ra^e to take out the Ma<jic 
Legionnaire faster and then zeus’ fury to hnish the Dessert 
sirens off. once you have destroyed all the enemies, jump 
oner to the altar and <jrab the handle or atlas, use the 
chain to <jet back down to the bottom and sane your <jame. 


After crossing the bridge and <join<j down the stairs, you will 
hnd yourself back in the room with the conveyor belt and 
the spiked wall, it is a bit more difhcult this time, so you will 
need to use the roll to <jet by them, just like the hrst time, 
the key is to be patient when trying to <jet through here. 


THE CHAMBER OF ATLAS 


fiVlt 


/cVin 


After passing through you will hnd 
yourself in the room with the buzz 
saws a<jain. The next part is time 
based, because you will need to pull 
two levers in a minimal amount 
of time to open the door, open up 
the health chest if you need more 
health, from where you just exited, 

<jo down and pull the hrst lever. After 
that pull the lever in the top-left 
corner and then enter through the 
door at the top. The key to beimj fast 
enough to make it through the door 
is to avoid <jettin<j hit by the blades, 
jump across after they <jo by and try 
not to stop and wait if possible. 

when you enter the next room 
shimmy alon<j the led<je to the ri^ht 
and pull up the door leading to Atlas’ 
Room. Destroy the three cursed 
Archers as you enter followed by the 
Minotaur warriors. After they are 
defeated use the Handle of Atlas on 
the crank and then turn the crank to 
raise the ball above Atlas’ head. After 
the ball has been lifted walk around 
to the back of Atlas and <jrab the 
MUSE KEY out of the ITEM CHEST. 





IK 
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IN THE REVOLT OF THE TITANS AGAINST THE 
CODS OF THE OLYMPIC, ATLAS STORMED THE 
HEAVENS, AND ZEUS PUNISHED HIM FOR TH IS 
DEED BY CONDEMNING HIM TO FOREVER BEAR 
THE HEAVENS UPON HIS SHOULDERS - HENCE HIS 
NAME, WHICH MEANS "BEARER" OR "E N DURE R." 

TO COMPLETE THE 11TH OF HIS 12 LABORS, 
HERCULES HAD TO OBTAIN THE GOLDEN APPLES 
OF THE HESPERIDES, AND HE ASKED ATLAS FOR 
HELP. HERCULES OFFERED TO BEAR ATLAS' BURDEN 
IN HIS ABSENCE, WHEN HE WENT TO RETRIEVE 
THE APPLES. ATLAS AGREED TO PERFORM THE 
TASK READILY ENOUGH, SINCE HE DID NOT PLAN 
ON EVER BEARING THAT BURDEN AGAIN. WHEN 
ATLAS RETURNED WITH THE APPLES, HERCULES 
REQUESTED HIM TO ASSUME THE LOAD FOR A 
MOMENT, SAYING HE NEEDED TO ADJUSTTHE 
PAD TO EASE THE PRESSURE ON HIS SHOULDERS. 
AFTER ATLAS BORE THE H EAVENS ACAI N, 
HERCULES WALKED OFF WITH THE GOLDEN 
APPLES. 

WHEN ATLAS REFUSED TO GIVE SHELTER TO 
PERSEUS, THE LATTER CHANGED ATLAS INTO 
STONE, USING MEDUSA'S HEAD. ON THE PLACE 
WHERE ATLAS STOOD, NOW LIES MOUNT ATLAS 
(NORTH-WESTERN AFRICA). IN ART, ATLAS IS 
USUALLY DEPICTED AS A MAN BEARING A GLOBE. 




' — — i 

ATLAS IS A K ION OF THE TITANS, THE CREEK RACE 
OF GIANTS, AND THE SON OF IAPETY7S AND THE 
NYMPH CLYMENE. HE IS THE FATHER OF THE 
HESPERIDES, THE HYADES ANDTHE PLEIADES. 

HE WAS ALSO THOUGHT TO BE THE KINC OF 
LEGENDARY ATLANTIS ("LAN D OF ATLAS"). 


Next, <jo to the area on the ri^ht and up the stairs. Destroy 
the cursed Legionnaires in the hall and at the end the 
undead Archers, you will hnd yourself on the top area of 
Atlas’ chamber, to your ri^ht is an item chest containing a 
Phoenix leather, and to the left, you can walk toward the 
center where you will hnd a lever, pull the lever and Atlas 
will roll the ball at you, breaking down the door in the back 
of the room, to the left facing the statue is an orb chest. 


Before jumping down, jump over to the top portions behind 
you for some more red orbs in the orb chests on either side. 
After exiting the room open the orb chest immediately to 
the left for even more orbs, walk across the bridge, open the 
casket, and then stand over the corpse, and pull the head 
off. you will receive the architect’s son’s head. After the 
head is removed, the entire casket will move revealing a 
passageway with a ladder leading down. 










CHAMBER OF THE CRYSTAL EYE: SECOND VISIT 


I IMA OFFICIAL 
STRATEGY GUIDE 


TRAIN INC 
CROY/ND 


Drop down the ladder, replenish needed 
V) V)l energy with the ma^ic/health chest and 
' ' walk down the hall, ^et an additional boost 
from another ma^ic/health chest, push 
up the door and you will hnd yourself back 
in the chamber of the crystal Eye. After 
returning to the bloody spiked hallway, 
you are attacked by a horde of cursed 
Legionnaires. There is no escape except for 
the annihilation of the enemy. Returning to 
the Rin^s of pandora, place the Architect’s 
son’s Head in 
the skull Lock. 

<30 through the 
newly opened 
doorway, and 
you will hnd 
yourself in the 
middle rin<j of 
the nine’s of 
pandora. 


when the rolling object is passing by, jump 
on top of it and ride it until you see a ladder 
on the left, jump from there to the ladder 
and climb up. part of the ladder will fall 
down, creating a shortcut. Also, this will 
disable the rolling crusher, climb the ladder 
to the top and replenish your energy with a 

MACjlC CHEST, HEALTH CHEST and ITEM CHEST. 

^rab more orbs from the orr chest and 
save your <jame. follow the hallway to take 
on the challenge of poseidon. 


POWER OF 
THE CODS 


WALK- 

F THROVCH 


ACT IV 


when you pass through the door a <jiant 
object will be rolling through the halls in 
' ' an attempt to crush anything in its path. 

Kratos is much faster than it is, so simply 
continue running to avoid it. Run around 
the room until you reach a set of stairs that 
tower above the inner portion of the rin^s 
and climb to the top. 








PANDORA'S TEMPLE HALLWAY: INTERIOR 


when you reach the arena 
cerberus, the three-headed 
do<j, will attack you. use 
Medusa’s gaze on cerberus, 
and then switch to the 
Blade of Artemis to slash 
those smaller do<js in half 
with a few strikes, if you let 
them stick around too lon<j, 
they, too, will turn into full- 
<jrown cerberus, and you 
will have a real problem 
on your hands, if 


you are 
running low on health or 
ma<jic, you can rehll one 
of those by opening the 

MAgic/HEALTH CHEST. 


MONSTER: CERBERUS SEED 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

<$ KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


■ 40/200 

CHARCE THUNDERBOLT 


5 SECONDS 
N/A 

CENERAL 

REPEATED CS CRABS, CS KILL 


ONCE ACAIN THE CUTE PUPPIES ARE A LOT MORE 
TROUBLE THAN THEY APPEAR. THESE HICHER- 
LEVEL PUPS ARE PRETTY TOUCH ANDNEEDTOBE 
ELIMINATED QUICKLY TOSS THEM INTO TO EACH 
OTHER TO OCCUPY $ EVE RAL AT A TIME AND PREVENT 
THEIR SPINNINC ATTACKS. 
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The Challenge of Poseidon 


| ORB DROPS | 

[ p EATH 

1 5 (15% CHANCE 10 HP) 


DEATH DECAP 

jPl 0 ------- 


HTmTlk 

Tn ' A 


CS KILL 



SHATTE 

■To 


Air shatter 



rMlNI-CAAAE ~ 

1 N/A ~ 








MONSTER: CERBERUS BREEDER 


HIT POINTS: 
MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 


400/800 


MEDY/SA'S CAZE 

JAW SLICE 
HEAD IMPALE 


fjr - m A A ffcu t S- Cv m 
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ACT VI 
ACT VII 
ACT VIII 


IN CREEK MYTHOLOCY, THE THREE-HEADED 
WATCHDOC WHO CVARDS THE ENTRANCE TO THE 
LOWER WORLD, THE HADES. IT IS A CHILD OF THE 
CIANT TYPHON AND ECHIDNA, A MONSTROV/S 
CREATV/RE HERSELF, BEINC HALF WOMAN 
AND HALF SNAKE. 


ORICINALLY, THE DOC WAS 
PORTRAYED HAVINC 50 OR 100 
HEADS, BUT WAS LATER PICTVRE 
WITH ONLYTHREE HEADS (AND 
SOMETIMES WITH THE TAIL 
OF A SERPENT). CERBERV/S 
PERMITTED NEW SPIRITS TO 
ENTER THE REALM OF DEAD, 
BVT ALLOWED NONE OF 
THEM TO LEAVE. ONLY A FEW 
EVER MANACED TO SNEAK 
PAST THE CREATURE, AMONC 
WHICH ORPHEV/S, WHO LV/LLED 
IT TO SLEEP BY PLAYINC HIS 
LYRE, AND HERCULES, WHO 
BROV/CHT IT TO THE LAND 
OF THE LIVINC FOR AWHILE 
(BEINC THE LAST OF HIS 12 
LABORS). 

b-' 


D 




■ - 


THESE ARE THE FY/LL-GROWN, THREE-HEADED DOGS. 
LOOK OY/T FOR ITS LY/NCINC ATTACKS AND FIREBALL 
ATTACKS. YOY/ MY/ST DEFEAT THEM QY/ICKLY (Y/SE 
MEDUSA'S GAZE), OR THESE GY/YS WILL CONTINY/E TO 
PRODY/CE A C E RE BY/S PY/PPY. 


10,000 

25 

5 SECONDS 


EVADE, TANK 
LOW HEALTH 


STONE 

STONE 

STONE 


RESISTANCE: 
HIT POINTS: 
ESCAPE TIME 


DEFENSE TACTIC: 
THROW CONDITIONS 


SPEED KILL TACTIC: 


N/A 


0RB " D ^ 0 p$~'~ ~ ~ _ I 

! death" 

j- 5 a 


DEATH DECAP 

JJVA - 


CS MILK 

N/A 


CS KILL 1 

60 



60 


AIR SHATTER 

85 

TZZZZZZZZZZZZZ1 

1 AA[N[ . CAME 

, N/A 

1 













After they are defeated you will be 
|| permitted to move forward with the 

challenge, walk forward to draw out the two 
cyclops Dessert Kimjs, defeat them and then 
push the lar<je stone block, as lomj as you 
are behind the block the undead Archers will 
have a hard time hitting you directly. Next 
to where you be^an to push the stone block 
is a MACpc/HEALTH CHEST. 


Ill 


once you <jet close, defeat the undead 
Archers quickly usin<j poseidon’s na^e and 
then prepare for the cerberus seed. There 
are only three, so you can destroy them 
simply by <jrabbin<j them a couple of times. 
The third time that you <jrab them, Kratos 
will land with his knee. 

when you turn the corner you will have to 
deal with more Archers and cerberus seeds. 
Draw out the cerberus and leave the undead 
Archers, if you are really in trouble, then you 
can use the na<je of the qods if it is available. 
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SPIN ROOM 1: INTERIOR 


The next room has one lever, and by pulling it, the room 
will rotate counter-clockwise, stand near the doorway, and 
when it stops, <jo into the small chambers, open the chests, 
and then roll back into the center of the room, if you don’t 
leave immediately, the door will close and spikes will pop up 
killing you. There is a total of four orb chests in this room, 
when you leave, you will see a ma^ic/health chest to the 
ri<jht. 


¥ 








.ONSTER: LEGIONNAIRE CAPTAIN 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


SHOULDER THROW 
BACK STAB IMPALE 
10,000 


5 SECONDS 

BLOCK 

DIZZY 

LAUNCH, AIR THROW UNTIL DIZZY, CS 
DAMACE HOLD DOWN TRIANCLE, AIR 
THROW UNTIL DIZZY, CS KILL 


THE TOUCH EST OF THE UN DEAD THESE 
ENEMIES ARE STILL SUSCEPTIBLE TO JUCCLES 
WITH APOLLO'S ASCENSION. ONCE THEY ARE 
OFF THEIR FEET THEY CAN BE THROWN IN 
THE AIR. 


m 


111 ! 


CUFF 1: INTERIOR 

when you reach the next area you will come across a new enemy. After defeating the Legionnaire 
captain <jo to the end of the path and jump up the cliff, it’s very skinny but you’ll make it. when 
you reach the top, slide around the ed<je of the mountain to the riqdit to <jet the muse key out of 
the item chest and then <jo back to the left, when you reach the new path, take out the Minotaur 
warriors quickly usin<j Medusa’s qaze. follow the stairs down the hall and sane your <jame. Before 
i lie saire pnini \ ou will liml a MAfjt: chest and a health chest. 
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ACT VI 
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ACT VIII 


ART 

CALLERY 


[ ORB DROPS ~ j ~ j ~ j 1 

! DEATH 

| 25 



DEATH DECAP 

3° * 



ITTmilk 

N/A 



fTTHT ’ 

30 



SHATTE 

35 ' 



AIR SHATTER < 




1 AA | N[ . CAME 

1 N/A 
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CAGE 


PUSH 


INTERIOR 


N DLE 


Yn 


Yin 


The first aspect that You’ll notice in this room 
is the ca^es han<jin<j hi^h above, ignore them 
for now, and jump down to where the floor is 
slanted. Take note of the rocks in the path, 
because this will come in handy very shortly. 
At the top of the slope are £ ma^ic/health 
chests, walk up to the top and enter through 
the tunnel, inside of that room you will hnd a 
handle lyin<j on the floor to the ri<jht. 

Return to the room with the ca^es, and 
attach the handle to the crank and then 
rotate clockwise. The dead soldier in the 
chamber above didn’t have the <juts to 
sacrihce his fellow man, but then a<jain, 
Kratos doesn’t care about anyone, push 
the ca^e up the slope and stop when the 
captains appear. 




to keep the ca^e from sliding to the bottom 
push it above the stones sticking out of the 
ground. This will prevent the ca^e from 
falling back to the bottom of the ramp. The 
Legionnaire captains are weak once they 
are turned to stone, so use Medusa’s qaze to 
defeat them quickly. Refill your ma<jic usimj 
i3ie a MA^ic/iirALTTi oir.sTS n k tnp. 






POSEIDON'S TEMPLE: INTERIOR 


After pushing the ca<je into the chamber at the top, place it on the panel just past the lever, once 
you made the sacrihce, a new path opens up. walk down the hall, and at the end, you will reach 
a room surrounded by water, if you jump into the water on either side, you can climb ladders 
leading to a phoenix ceather in the item chest to the left and a health chest on the ri^ht. qrab 
Poseidon’s trident by tapping on the ri button and then <jet ready for an underwater adventure 


i WALK- 
THROVCH 


POSEIDON'S CROTTO: INTERIOR 


now that you can dive into the water, jump 
into the pool on the ri^ht and then dive 
down into the deeper portion. The area 
where you need to dive is quite noticeable. 
After swimming through the underwater 
path you will come across a cracked wall, a 
special technique available to Kratos while 
he swims is the ability to use an underwater 
Dash, use the Dash by holding down the 
ri button and releasing it. The longer the 


The best way to deal with these <juys is to 
throw, throw, throw! After defeating all of 
them, <jet the orbs from the orb chest and 
lift open the door in the back, pull the lever 
and return to the room where you received 
the Trident, climb up the newly formed steps 
and enter the tunnel at the top. 


}l |1 HA A IJi ti' Hi- 
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SWIM TV/ BE 1: INTERIOR (FIRST VISIT) 


Replenish any energy that you may need 
j/|lll usimjthe ma^ic/health chest and then 
' dine into the pool, you will hnd yourself in 

a ruined area, swim forward and kiss the 
Nyad at the end by pressing the o button. 


UMMAl MTOICMCm m&m 


NYAD 


NYAD 


THE NAIAD WAS I NTIMATE LY CON N ECTE D TO 
HER BODY OF WATER AND HER VERY EXISTENCE 
SEEMS TO HAVE DEPENDED ON IT. IF A STREAM 
DRIED V/P, ITS NAIAD EXPIRED. THE WATERS 
OVER WHICH NAIADS P RESI DE D WE RE THOVCHT 
TO BE ENDOWED WITH INSPIRATIONAL, 
MEDICINAL OR PROPHETIC POWERS. THVS THE 
NAIADS WERE FREQVE NTLY WORSH I P PE D BY 
THE ANCIENT CREEKS IN ASSOCIATION WITH 
DIVINITIES OF FERTILITY AND CROWTH. 


I 

I 

| 

I 

| 

I NYAD 

f 


THE NAIADS WERE NYMPHS OF BODIES OF 
FRESH WATER AN D WE RE ON E OF TH E THREE 
MAIN CLASSES OF WATER NYMPHS - THE 
OTHERS BE INC THE NEREIDS (NYMPHS OF THE 
MEDITERRANEAN SEA) AND THE OCEANIDS 
(NYMPHS OF THE OCEANS). THE NAIADS 
PRESIDED OVER RIVERS, STREAMS, BROOKS, 
SPRINGS, FOVNTAINS, LAKES, PONDS, WELLS AND 
MARSHES. 
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SWIM TUBE 2: INTERIOR 

Return to where the second Nyad was and <jo 
o/j \f to the ri<jht. At the end of the passageway 
you will notice a stone face. Before <join<j 
throu<jh the mouth, hold down ri for the 
underwater Dash, once you enter this next 
area, the spikes will be^in to close in. if you 
don’t make it to the other side, it’s <jame 
oner. After the hrst dash continue to use 
lomj dashes to make it to the other side. 


After swimming a short distance you will 
be able to jump out of the pool. Re careful 
though, because Harpies and a number 
of cursed Legionnaires will attack you. as 
lomj as you can execute Hades Revenue you 
should be hne. once all the enemies are 
defeated, pull the lever and a <jiant door 
will be released, allowing you to venture 
deeper into poseidon’s domain, if you need 
more ma^ic or health, there is a ma^ic/ 
health chest on the left and a health 
chest on the ri<jht. 


/?VH 


Before you leave this area, dive into the 
water and jump out to the left or ri<jht near 
the area where you would have to dive 
down, when you are on the led<je break the 
cracked wall and <jetthe z orb chests. 


ACT IV 


Dive down below that hrst Nyad and then <jo to the ri^ht. 
mV smash through the Mural at the end, kiss the Nyad and you 
will receive a phoenix leather, if you swim to the left you 
will reach an optional chamber. Defeat the six Legionnaire 
captains, replenish your ma<jic usin<j the ma^ic/health 
chest, and then break the wall in the back to destroy pots 
containing health and an item chest. 
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SWIM TUBE 1: INTERIOR (SECOND VISIT) / SWIM TV/BE 3 


jump back into the pool, pass through the underwater trap and then away from where you found 
the second Nyad. to the ri<jht you will notice that the wall is missing, swim down the underwater 
path and sane your <jame. 

to the left of the sane point, break the wall usimj the underwater Dash and then kiss the Nyad 
inside and swim straight up to reach a chamber containing four orb chests, to the ri^ht of the sane 
point is a statue of Lord poseidon. Dine down below, but not to quickly, because you will need to 
time the next section very well. The next section is an all-or-nothing area, because if moving walls 
catch you, you’re dead. 

After the wall passes, quickly dine down and then use the underwater Dash to move forward, swim 
below the wall when you reach the lowered area. The hrst one is rather short, but to reach the 
second lowered area, it will require at least two underwater Dashes, once you reach the third, swim 
down below the <jrate and jump out of the water to your ri^ht or left immediately. Destroy the 
Minotaur Tormentors and sane your <jame. 


NYAD 


NYAD 


m 


There are two parts to this room, first, pull the lever and the platforms will rise. These are timed 
so you have to be quick, jump across the platforms to reach the statue of Amphitrite. Defeat the 
cursed Legionnaires and then open the two item chests. Near the lever is z ma^ic/health chests. 





MONSTER: MI NOTAY/R TORME NTOR 


THE EXTRA ARMOR ON THESE MINOTAUR* MAKES 
THEN A FORCE TO BE RECKONED WITH. THEY ARE 
TOUCHER AND MORE ACCRETIVE, AND WILL CHARCE 
YOU IF YOU ARE TOO CLOSE. LIKE ANY BIC ENEMY, 
FREEZE AND SHATTER THEM IF YOU CAN. 


'OWER OF 
rHE CODS 


HIT POINTS: 

MACK WEAKNESS: 
MINI-CAME: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


| 600 

N/A 

THROAT STAB STRVCCLE 
12,000 
20 

5,000 

BLOCK 

LOW HEALTH 

LAUNCH, AIR THROW REPEAT 



[death 

J : 



T 



j N/A 



Tn/a“~— ~ ~ ~ ~ 


[7hatt7r™^~ 






[aainIyame 

jToll CHANCE : 30 H P 
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OAmcAtL MwymocY Mraranni 


1 1 

THE QUEEN OF THE SEA, VARIOUSLY GIVEN AS THE DAUGHTER OF OCEANUS AND TETHYS OR OF 
NEREUS AND DORIS. WHEN THE SEA COD POSEIDON WANTED HER AS HIS BRIDE, SHE DECLINED THE 
HONOR AND HID FROM HIM IN THE ATLANTIC OCEAN. A DOLPHIN NOT ONLY LOCATED HER, BUT 
ALSO BROUGHT HER BACK TO HIM, AND HE MARRIED HER. THE DOLPHIN WAS AWARDED A PLACE IN 
HEAVEN. THEIR SON IS THE FISH-MAN TRITON. 

AMPH ITRITE WAS PORTRAYED ON CREEK AMPHORAS TOGETHER WITH HER CONSORT, RIDING IN A 
CHARIOT PULLED BY SEA CREATURES, OR SITTING ON A SEA CREATURE, SURROUNDED BY TRITONS. SHE 
IS DECORATED WITH THE ATTRIBUTES OF A QUEEN, HER WAVING HAIR COVERED WITH A NET, AND 
SOMETIMES WITH THE PINCERS OF A LOBSTER ATTACH ED TO HER TEMPLES. 


‘ I - 


After obtaining the items from the chests, return to the 
/O/OII lever that raises the platform and pull it a^ain. This time 
dive into the water on the left side, and when you reach 
the fourth platform, you will notice a compartment, swim 
inside of the compartment to escape the area when the 
platforms are lowered. After swimming through the tunnel 
You’ll hnd yourself back in the chamber of the crystal eye. 
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THE RINCS OF PANDORA: SECOND VISIT 


Defeat the Ma^ic Legionnaire to reach 
the outer rin<j. once you are in the outer 
rin<j, hnd the crank that rotates the wall 
and rotate it to the third door, enter this 
hallway, and you will see the door that 
requires two Muse Keys, inside of this 
rin<j you will receive an upgrade to your 
ma<jic and health, plus you will receive an 
additional 1,500 orbs. There are also two 
orb chests in the room as well. 


/901V 


inside the secret chamber you will hnd 
Magical sand that upgrades your health 
and ma<jic bars as well as dumps tons of 
orbs on you. when you are done bathing 
in the sands, <jo back to the outer rimj and 
rotate the outer wall so that the doorway 
leads to the spiked corridor. 


now that the outer wall is set, enter the door 
¥1¥14/ to the middle rin^. Run around to the steps, 

' ' and then climb the stairs and jump into 

the water. Below this pool of water is an 
underwater tunnel, when you finally jump 
out of the pool, you will hnd yourself in a 
completely new area of pandora’s Temple, 
walk to the riqdit, break the wall, and save 
your <jame. 



-VMV 






HADES' HALL: INTERIOR 

Run down the hallway and use the MAcpc 
I chest or health chest to restore lost 
energy and then climb the ladder and 
enter the challenge of Hades, you will want 
to be full on both health and ma<jic in 
preparation of the next part, you should 
hnd yourself in a lar^e room with a pool in 
the center and lava flowing down the sides 
of the steps and on the side of the room, if 
you climb the sides of the lava railing and 
then jump to the circular pillars on either 
side, you can slide alon<j the outside to <jet 
an orb chest on the left and an item chest 
on the ri<jht. 
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ACT IV 


Examine the room carefully, and you will 
notice that there are two health chests, 
one on each side of the stairs, jump up on 
the ledges to the left, <jrab the ed<je of the 
walkway above the challenge door, and 
break the wall and <jet the orbs from the 
orb chest, when you are ready for the hrst 
challenge ... stand nentto the door and 
press re. 
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MONSTER: CENTAUR 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


BLADE OF ARTEMIS 

SHOULDER TOSS 
LEC CHOP IMPALE 

11,500 

10 

5 SECONDS 
BLOCK, PARRY 
DIZZY 

LAUNCH, AIR THROW UNTIL DIZZY, 

CS CRAB, HOLD TRIANCLE, AIR THROW 
UNTIL DIZZY, CS KILL 


CENTAURS ARE VERYTOUCH DUE TO THEIR SPEED, 
ACILITY AND ACCRESSIVE COUNTER ATTACKS. 

WHEN THEY BLOCK YOUR ATTACKS, ROLL AWAY 
TO AVOID BEINC HIT. THEY HAVE A BAD HABIT OF 
SURROUNDING YOU. WATCH THEM CLOSELY, AND YOU 
WILL SEE THEIR BOWS WILL BEGIN TO GLOW WHITE 
BEFORE THEY FIRE ATYOU. 


THE CENTAURS OF GREEK MYTHOLOGY ARE CREATURES THAT ARE PART HUMAN 
AND PART HORSE. THEY ARE USUALLY PORTRAYE D WITH THE TORSO AND HEAD OF 
A HUMAN AND THE BODY OF A HORSE. CENTAURS ARE THE FOLLOWERS OF THE 
WINE GOD DIONYSUS AND ARE WELL KNOWN FOR DRUNKENNESS AND CARRYING 
OFF HELPLESS YOUNG MAIDENS. THEY INHABITED MOUNT PELION IN THESSALY, 
NORTHERN GREECE. ACCORDING TO ONE MYTH, THEY ARE THE OFFSPRING OF 
IXION, THE KING OF LAPITHAE (THESSALY), AND A CLOUD. HE HAD ARRANGED A 

m TRYST WITH H E RA, BUT ZEUS GOT WI N D 

OF IT AND FASHIONED A CLOUD INTO 
. | M HERA'S SHAPE. THEREFORE, THE 

CENTAURS ARE SOMETIMES CALLED 
IXION I DAE. 


NOTORIOUS IS THEIR BESTIAL 
BEHAVIOR ON THE WEDDING 
OF P I RITHOUS, KING OF THE 
LAPITHS. THEY VIOLATED THE 
FEMALE GUESTS AND ATTEMPTED 
TO ABDUCT THE BRIDE. WHAT 
FOLLOWED WAS A BLOODY 
BATTLE, AFTER WHICH THEY 
WERE DRIVEN FROM TH ESSALY. 
AN EXCEPTION WAS THE KIND 
AND WISE CENTAUR CHIRON, THE 
TEACHER OF THE GREEK HEROES 
JASON AND ACHILLES. 
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After ayreein<j to make Blood sacrifices for 
Hades, you will be attacked by a number of 
centaurs. The object of this challenge is to 
not only kill the centaurs but to kill eiyht 
of them within the two circles, centaurs are 
challenging because of their mobility and 
defense. Keep your distance from them at 
all times, and use the plume of prometheus 
to knock them down, if the centaurs block 
your hrst attack, cancel into a back roll and 
run to the other circle, as Ion*! as you use 
tlic phi me of prumetlieus when they are bn 


the circle, they will eventually be defeated. 
After sacrificing the centaurs in both circles 
the door will open leading outside. 


walk through the door, hll up your ma^ic 
usin<j the ma^ic/health chest and continue 
outside. There is another ma^ic/health 
chest to the ri^ht (Kratos’ left), but you 
may not need it. <30 to the left and jump up 
to the ri<rht before entering the door, open 
t ] 1 1 ■ two o hh c h es'i's and ri't c h tsr , 


1 WALK- 
THROVCH 


HADES' MAZE: INTERIOR 


After entering the doorway, you will hnd 
yourself in a hall where the floor opens up 
above lava, watch as the tiles close up and 
time your jump, as soon as the hrst floor 
tiles close, run onto it and then jump over to 
the other side. 


i-L r i tn. A ■*[ t+T e ft? wt 
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The next section is even trickier because you 
have to time your jump when the floor is 
closed, you may notice that it will open and 
close three times quickly. Be^in your double 
jump after the floor opens up the second 
time, and then jump a<jain to the other side 
to be safe, when you turn the corner, stop 
immediately and watch the spikes shooting 
from the wall, to <jet by you must use the 
roll between shots, qo around the corner, 
open the health chest, and <jet ready for 
the maze of monsters. 


£ inaily, exit that small alcove, turn to 
Kratos’ left, and defeat the undead Archers. 
Turn ri<jht and deal with the cursed 
Legionnaires, when the qor^on Assassins 
appears, take them out and open the 
health chest a little farther down the 
hall. At this point you have defeated all the 
monsters in the lower section of the maze, 
qo to the elevator and rotate the crank to 
ride it to the upper portion of the maze. 
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as soon as you turn the corner a qor^on 
Assassin will already be tar^etin^ you to 
turn you to stone. Retreat and then return 
shortly after to defeat the qor^on Assassin, 
use your ma^ic on these monsters, because 
you can always <jet ma^ic back from them. 
After the qor<jon Assassin is defeated, kill 
the undead Archer in the corridor to the left. 
Run riqdit from where the qor^on Assassin 
was and follow the path. 

when you see the undead Archers ahead, 
turn into the corridor on the left and defeat 
the centaurs and the qor^on Assassins, 
open the item chest and <jo to the ri<jht. Kill 
the cursed Legionnaires and continue down 
the hallway. Kill the two undead Archers in 
the corridor on the left and continue back to 
the area where the centaurs were. 


Vll 


when you hrst arrive on the upper 
portion of the maze you will be attacked 
immediately by cursed Legionnaires. Defeat 
them and then push the block to the left. 
After a short distance it will fall revealing a 
new path. The path before you disappears, 
and you must time multiple tiles to <jet 
across to the two orb chests at the end. 
After the hrst tile closes, run across the floor 
and jump to the other side as the last tile is 
closing. 

qrab the orbs from the chests and then 
turn to Kratos’ left. At the next three- 
way intersection, turn ri<jht, destroy the 
undead Archers and push the block to reveal 
another section of the maze. Defeat the 
cursed Legionnaires, open the health chest 
and <jo to your left, use zeus’ fury, to defeat 
the two undead Archers on the led^*e and lift 
the do or to tlie left. 
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After passing through the door, move to 
vy 0 Kratos’ ri<jht. go straight down the corridor 

' and to the ri^ht a<jain. Defeat the two 

undead Archers and wait for the <jiant 
crusher to be pulled back from the opening. 
as soon as you enter the corridor with the 
<jiant stone crusher, move toward it and 
jump up on top of it. At the end of the shaft 
defeat three cursed Legionnaires and wait 
on top of the crusher. 


to the ri<jht you will notice that there is a 
tflll small opening, push against the opening so 
' that you will enter during the small window 

when it becomes accessible. Defeat the two 
cursed Legionnaires inside and then return 
to the previous room where a new path out 
of the maze has opened up. stand on the 
switch, and a <jiant statue will rise out of 
the water. 


ART 

CALLERY 


HADES' HALL: INTERIOR (SECOND VISIT) 


Dive into the pool of water, and pull the 
lever at the base, climb the ladder on the 
statue, and rotate the crank to shine the 
li<jht in the dark area at the top of the 
stairs. After li<jhtin<j up the neut area, save 
your <jame. 
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BALLWAY: INTERIOR 


ARCHITECT'S CAVE 


/*V 


After entering the doorway you will find 
yourself in a hall where the floor opens up 
above lava, watch as the tiles close up and 
time your jump, as soon as the hrst floor 
tiles close, run onto it and then jump over to 
the other side. 


/oVi 


/oVif 


After traveling down the hall, defeat the 
Minotaur Tormentors and the undead Archers 
to release the barrier leading to the ri^ht 
stairs, climb the stairs, defeat the undead 
Archers and cursed Legionnaires and <jo up 
to the left from the previous room, climb on 
the rope usimj your lon<j slash attack to take 
care of the cursed Legionnaires. Drop down 
at the end of the rope to the hu^e circular 
area below, if you need more energy, there’s a 
ma^ic/health chest in this room and up the 
stairs to the riyht. 

a number of enemies will attack, and you 
must destroy them all before you can move 
on. first destroy the cursed Legionnaires 
followed by the Minotaurs and centaurs, 
when the undead Archers appear, use the 
<jrab and throw technique to take care of 
them quickly. After all of the enemies are 
defeated, you will be able to use the ladder, 
climb the ladder and jump up to the next 
passageway. At the end you will hnd yourself 
on the upper portion of the Main Room. Don’t 
worry too much about usimj ma^ic because 
there is a MAqic chest in this room. 


W 
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Hopefully your balancing skills are up to par, because this next section will be difficult for 
/Yin most players at first. Before you reach the catwalk area, don’t forget to <jet the item chest in 
E lie £ [i Eit 1 1 m fvze. 


HADES' HALL RAFTERS: INTERIOR 


walk on to the led<je, jump forward to the 
next platform, and then walk across the 
beam to the ri<jht to reach the orb chest. 

walk forward a<jain and then use the beams 
to reach another orb chest. The most 
common problem for most will come as a 
result of bein<j hit by the spinning blades, to 
avoid the blades, double jump straight up 
when it <jets close, you can also tell where 
the blades will end up by the shadow that 
turns the wood from li<jht to dark. 

when you reach the area with three blades 
and a “wood blade,” <jo straight to reach an 
item chest. Return and jump onto the wood 
blade and climb the ladder to reach the 
upper portion of the area. 

follow the beams around this top portion of 
the room to <jet the item chest and return 
to the rope to slide down to the lower area, 
follow this path across the bridge and turn 
the handle with the Minotaur symbol. <30 
down the stairs to <jet back to the area 
before the challenge of Hades, save your 
<jame at this point and enter the room 
whe.re the a-iant door is. walk up to the door 
11 in I ft 710 nt Mioatftitf wilt brenh ilu'ou^Ji 
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BOSS: PANDORA'S Cl/ARDIAN 


The Minotaur guardian is menacing but 
its bark is worse than its bite. Your main 
strategy should be to <jet to the upper 
portion and do most of your damage from 
there, on this top level pay attention to 
the Minotaur’s hands. This is how you can 
tell which attack is coming at you. if it 
raises its ri^ht arm, dod<je by rolling to the 
ri<jht. Double jump straight up to avoid the 
attack when he raises both hands, finally, 
when its left hand is raised, wait briefly 
and then double jump straight up to avoid 
the attack, if the Minotaur isn’t doin<j 
anything, then you should be standing in 


VENT STACE 1 - 100 (5) 

VENT STACE 2 - 100 (5) 

| ARMOR STA CE 3 - 150 (5) 

HEALTH STACE 4 - 1,500 


MACK WEAKNESS: 
DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


THUNDERBOLT 

N/A 

N/A 

N/A 


DEATH 

DEATH DECAP 

csmTlk 
c$ kTll 
ThattYr 
a! r shatter 
minkamF"" 
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the center doin<j combos like there’s no tomorrow, poseidon’s RQ^e is a <jreat metric to use, because it 
will raise your combo count, as you damage the <jiant beast, flames will shoot out of his armor, when 
all of the slots in his armor are ablaze, the Minotaur will be stunned, nun up to it, press the o button 
and play the mini-^ame. During the mini-^ame sequence, you need to rotate the left analog stick in 
the direction indicated. There are quite a few rotations, and if you fail, then you will need to do some 
damage to the Minotaur a<jain to stun him. use poseidon’s Ra<je if this happens, once the Minotaur has 
stood up, run to the stairs up to the top level, and pull the lever to shoot a <jiant flaming stake at it. 
This will hit the Minotaur and crack its armor. After it <jets hit, it will charge at you. Refore it reaches 
the platform that you are on, jump up to avoid the flames. Repeat the process of dama<jin<j, stunning 
and performing the mini-<jame to remove more of its armor. After the armor has been hit twice, you 
will be able to damage it with your weapon, use the same strategy as above, but this time, watch out 
for his ri<jht hand, because it will have a new attack where lava will shoot up quickly. Avoid this attack 
by usin<j poseidon’s Ra^e. 


if you decide to h<jht the Minotaur in the lower area, watch its hands, and if it raises them, dod<je the 
opposite way. other attacks that you will see is its head lowering to the ground, when you see this move, 
block and remain blocking until it rises up. it has a few other moves on the ground, but many of them 
can be blocked. The ones that are unblockable are when it raises up with both hands in a hst and then 
smashes down with a hu<je shockwave, use poseidon’s Ra^e to avoid this or simply double jump it. The 
other is when it dashes at you. you have to roll backward ri^ht before it reaches you and block, because 
it will follow up with a flame attack, you must also use a back roll and continue rolling away, if you see 
its left or ri^ht hand <jlow. once the Minotaur’s Health has been drained low enough, it will be stunned. 
Launch one more stake at it and it will be hnished. 
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MINOTAUR BOSS GATE: INTERIOR 


/JWV 


Below the area where the Minotaur was 
shish-ka-bobbed, is a hole in the door. <30 
through the crack, climb the stairs, and open 

the ITEM CHEST, HEALTH CHEST and MACjlC 

chest. After you have replenished your 
energy, pull the lid off of the casket and then 
take the head off of the corpse usin<j r£. you 


/5*V 


Return to the area where you fought the 
Minotaur guardian, and you will receive the 
hnal power of the Cjods: The army or hades, 
now that you have this mighty ma^ic, use 
it ri^ht away to destroy your enemies, if 
you already have the Blade of chaos at 
Maximum then level up the Army of Hades 



HADES IS THE LORD OF THE DEAD AND RVLER OF THE NETHERWORLD, WHICH IS REFERRED TO AS 
THE DOMAIN OF HADES OR BY TRANSFERENCE, AS HADES ALONE. HE IS THE SON OF CRON VS AND 
RHEA. WHEN TH E TH RE E SONS OF CRON VS DIVIDED THE WORLD AMONG EACH OTHER, HADES WAS 
GIVEN THE VNDERWORLD, WHILE HIS BROTHERS ZEVS AND POSEIDON TOOK THE VPPERWORLD AND 
THE SEA RESPECTIVELY. FOR A WHILE HADES RVLED THE VNDERWORLD TOGETHER WITH PERSEPHONE, 
WHOM HE HAD ABDVCTED FROM THE VPPERWORLD, BVT ZEVS ORDERED HIM TO RELEASE 
PERSEPHONE BACK INTO THE CARE OF HER MOTHER DEMETER. HOWEVER, BEFORE SHE LEFT HE CAVE 
HERA POMEGRANATE, AND WHEN SHE ATE OF IT, IT BOVND HER TO THE VNDERWORLD FOREVER. 

HADES SITS ON A THRONE MADE OF EBONY AND CARRIES A SCEPTER. HE ALSO HAS A HELMET, GIVEN 
TO HIM BYTHE CYCLOPES, WHICH CAN MAKE HIM INVISIBLE. HADES RVLES THE DEAD, ASSISTED BY 
VARIOVS (DEMONIC) HELPERS, SVCH AS THANATOS AND HYPNOS, THE FERRYMAN CHARON AND 
THE HOVND CERBERVS. MANY HEROES FROM CREEK MYTHOLOGY HAVE DESCENDED INTO THE 
VNDERWORLD, EITHER TO QVESTION THE SHADES OR TRYING TO FREE THEM. ALTHOVGH HADES 
DOES NOT ALLOW HIS SVBJECTS TO LEAVE HIS DOMAIN, ON SEVERAL OCCASIONS HE HAS GRANTED 
PERMISSION, SVCH AS WHEN ORPHEVS REQVESTED THE RETVRN OF HIS BELOVED EVRYDICE. 

HADES POSSESSES THE RICHES OF THE EARTH, AND IS THVS REFERRED TO AS "THE RICH ONE." POSSIBLY 
ALSO BECAVSE - AS SOPHOCLES WRITES - "THE GLOOMY HADES ENRICHES HIMSELF WITH OVR SIGHS 
AND OVR TEARS." OF ALL THE GODS, HADES IS THE ONE WHO IS LIKED THE LEAST AND EVEN THE 
GODS THEMSELVES HAVE AN AVERSION OF HIM. PEOPLE AVOIDED SPEAKING HIS NAME LEST THEY 
ATTRACTED HIS VNWANTE D ATTENTION. WITH THEIR FACES AVERTED THEY SACRIFICED BLACK SHEEP, 
WHOSE BLOOD THEY LET DRIP INTO PITS, AND WHEN THEY PRAYED TO HIM, THEY WOVLD BANG 
THEIR HANDS ON THE CROVND. THE NARCISSVS AND THE CYPRESS ARE SACRED TO HIM. 

| >•' 4s 1 - i ■ / 







POWER OF THE CODS: ARMY OF HADES 


TRAINING 

GROUND 


ALTHOUGH YOU ACQUIRE THIS ABILITY LATE IN THE 
GAME, IT 1$ STILL WORTH POWERING UP ONCE YOU 
OBTAIN IT. IT HAS VERY SIMILAR PROPERTIES TO 
POSEIDON'S RAGE IN THAT IT IS A CROWD THINNER 
AND COMBO BOOSTER, BECAUSE IT ATTACKS 
MULTIPLE ENEMIES SIMULTANEOUSLY. THE BIGGEST 
ADVANTAGE TO THIS POWER IS THAT YOU CAN 
STILL ATTACK WHILE THE SPIRITS ARE DOING YOUR 
BIDDING. AS YOU MAY HAVE GUESSED, THIS USES A 
LOT OF MAGIC, BUT IT IS ALSO THE MOST POWERFUL 
METHOD FOR DEALING DAMAGE TO MOBS OF 
MONSTERS, SO IT'S WORTH THE EXPENSE! 


POWER OF 
THE GODS 


RINCS OF PANDORA, WATER POOL: INTERIOR 


/C/CYll 


/o/cVifi 


Exit through the hall past Hades to 
return to the xin^s of pandora, place 
the Architects son’s head in the skull 
lock. Lift up the door leading to the 
middle circle after the water has 
receded. Rotate the wall until it is 
lined up with the corridor with the 
spiked walls. 

finally enter the center rin<j and 
line up the opening with the other 
two doorways, once everything is 
lined up run straight down the hall, 
defeat the fallen soldiers and pull 
the handles in to form the complete 
crystal. This will shoot a beam of 
li<jht to the other crystal in the inner 
most rin<j and it raise a lar^e tower 
in the center of the rin^s. 

Run to the center of the rin^s and pull 
the lever, you will be raised to the 
upper levels of the temple. This is a 
one-way trip and there is no turning- 
back until you have pandora’s rox. 
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Before reaching the cliffs of madness, you will need to defeat a new enemy, the satyr. The hrst one 
will h<jht you solo, and after it is defeated, two more will attack you. Activate the Ra^e of the ^ods 
and use the Army of Hades, if your Blade of chaos is at level 5, you will have unlimited ma<jic during 
that time, once all three are defeated, continue across the bridge to the cliffs, open the health 
chest to the ri<jht if you are low on health, if you used it during the fnjht, there is another health 
chest on the bridge. There is also a ma^ic/health chest before the save point. Break through the 
wall to the ri<jht of the save point and you will hnd two orb chests. 


IN CREEK MYTHOLOCY THE 
SATYRS ARE DEITIES OF THE 
WOODS AND MOUNTAINS. THEY 
ARE HALF HUMAN AND HALF 
B EAST; TH EY USUALLY HAVE 
A COAT'S TAIL, FLANKS AND 
HOOVES. WHILE THE UPPER 
PART OF THE BODY IS THAT OF A 
HUMAN, THEY ALSO HAVE THE 
HORNS OF A COAT. THEY ARE 
THE COMPANIONS OF DIONYSUS, 
THE COD OF WINE, AND THEY 
SPENT THEIRTIME DRINKINC, 
DANCINC AND CHASINC NYMPHS. 
THE ITALIAN VERSION OF THE 
SATYR IS THE FAUN, WHILE THE 
SLAVIC VERSION IS THE LJESCHI. 


BRIDCE TO THE CLIFFS OF MADNESS 






mit 



MONSTER: SATYR 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

<$ KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


ARMY OF HADES V 

BLOODY U PPERCUT™ 
STAFF IMPALE 

12,000 

25 

4 SECONDS 

BLOCK, PARRY, EVADE 

CENERAL 

N/A 


DEATH 

DEATH DECAP 
CS MILK 

c s kTll 

SHATTER 
AIR SHATTER " 
MINKAM~ 


THE SATYR IS AVERY STRONC AND QU ICK MONSTER 
WITH CREAT DEFENSIVE ABILITIES. WHILE YOU CAN 
LAUNCH IT AIRBORNE AND ATTACK WITH THE PLUME 
OF PROMETHEUS, YOUR BEST WEAPON ACAINST IT IS 
MEDUSA'S CAZE. 


CLIFF EXTERIOR 
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ACT VI 
ACT VII 
ACT VIII 
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After entering the cliffs of Madness destroy 
the cursed Legionnaires. Don’t <jo too far 
forward, because if you do, you will be 
in ran^e of the Archers. After the cursed 
Legionnaires are defeated, destroy four 
undead Archers on the other side of the 
chasm and the undead Archer to the ri<jht 
usin<j zeus’s fury, you can rehll your ma^ic 
afterward by opening the MAcpc chest to 
the left of the entrance of the cliffs. 


Quickly jump across to the ri^ht, defeat the 
||J two undead Archers and make your way 

around the mountain, eliminate the Harpies 
and Archers in your way, and use the rope to 
reach the other side of the chasm. Because 
you dealt with the undead Archers earlier, 
they will pose no problem for you. 

After turning the corner to the ri^ht you 
IV will be attacked by another <jroup of cursed 
Legionnaires, eliminate them and turn the 
crank to move the platform to the higher 
level of tlie cliffs. 



5 
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when you reach the next level of the cliffs 
save your <jame. There will be two paths 
open to you. do not use the ladder, or you 
will hnd yourself backtracking a lot. while it 
doesn’t appear that you can continue to the 
ri<jht, you can by jumping over the rocks. 
The two undead Archers will pose minimal 
resistance, and after they are defeated, 
enter the cave, qet some energy from the 
m Af-j ic/i i la Li'j I iTiirH i if you net:d it. 


V 


¥t 


when you reach the open area of the cave 
you will be trapped inside. The cursed 
Legionnaires are easy enough, but the 
satyrs are the real problem, r ocus on 
staying away from the satyrs. Knock down 
the cursed Legionnaires, freeze the satyr 
and crush it to <jet rid of it quickly. There 
are a total of three, and you should have 
just enough ma<ric to freeze and shatter all 
of Thfcm. 


NECKLACE 
OF APHRODITE 









a second aspect of this room is that there are two levels, you only need to destroy the enemies on 
the bottom, but you can <jet health from the health chest above if you really need it. However, you 
will have to deal with cursed Legionnaires, so be careful. 


After the barrier disappears, exit the cave from the other side and use the elevator to <jo even 
higher, save your <jame, enter the cave and pull the lever, if you aren’t paying attention, you may 
have noticed that the floor has a bunch of holes and is littered with bodies. 


The <jate that contains a block will raise and another <jate to the entrance of the cave will close. 
This is a timed room, and if you take too lon<j, you will die. pull the block out enough until you can 
<jet behind it, and kick it as hard as you can to the left. 


a I ter that kick push h Irani the back oi llie black and kick il upward as (ar as passible, when llie 
box stops, jump on top of it and leap to the led^e of the cliff, jump over to the ivy, and <jrab the 
necklace of aphrodite. Don’t forget to open the orb chest on the way there, when you have the 
Necklace, the spikes will retract and the door to the exit of the cave will open. 

Exit the cave and jump on the block to the ri^ht. This will take you down to another level of the 
cliffs, open the orb chest and make your way around to the ri<jht destroying the enemies in your 
path. 
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CRANK PLATFORM BRIDGE: INTERIOR 


Destroy the two satyrs one at a time and use 
zeus’ fury to take out the undead Archers on 
the other side, if you are out of ma^ic, use 
the MACjic chest that is ri<jht in front of you. 

jump across the pit to the broken bridge 
and rotate the crank. This will move both 
platforms but not permanently, you need 
to rotate the platforms beyond the point 
of them beimj even, so you can jump across 
when they line up. follow the path and you 
will enter another room. Turn the satyr to 
stone and shatter it, then defeat the two 
undead Archers and <jo outside. 



CUFF 3: EXTERIOR 



now that you are outside, replenish your 
health or ma<jic by opening the MAcpc/ 

' health chest and jump up to the ri^ht. 

you will be attacked by three Minotaur 
Tormentors — destroy them and climb down 
the ladder. 


when you reach this bottom area use the 
Army of Hades to destroy the satyrs and the 
undead Archers, open the item chest and 
slide down the rope. At the bottom of the 
rope enter the cave and defeat the cursed 
Legionnaires and the Minotaurs. 
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There is one ma^ic/health chest if you 
need health or ma^ic. r ocus on the cursed 
Legionnaires, and when you use Hades 
Revenue, use the triangle button to knock 
the Minotaur Tormentor down if it connects, 
once all the enemies are defeated in that 
hrst room, crush the Minotaur Tormentor in 
the hallway, you will hnd yourself in a room 
with some strange shapes. 


The object of this puzzle is to hll in the 
spaces with the available blocks in the 
room, once all the pieces are in place, 
approach the altar and <jrab the necklace 
or hera. Re sure to use a the small block and 
the half height block to allow you to jump 
to the led^e on the left. 


i. Move the small block out of the way, and push it 
up against the vertical block on the left and jump 
onto it to reach a led<je to the left containing an orb 
chest, Ma^ic/Health chest and two item chests. 




3. on the ri<jht side is a block that looks like the top of 
a question mark, pull it onto the center circle, and 
use the crank to rotate the block go-decrees counter- 
clockwise. when you are hnished, push that block 
into the spot next to the hrst block that you place. 

4. grab the T-shaped block on the ri^ht, and place it on 
the circle. Rotate it 90 decrees either way, and place 
it in the next spot over. 

5. to the ri^ht of the crank handle is a slightly smaller 
block — push that block next to the T-shaped block. 

6. The hnal block looks like an upside down l. push 
that block onto the circle, rotate it 180 decrees, and 
place it in the hnal spot to complete the puzzle. 






===== 
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THE QUEEN OF THE OLYMPIAN DEITIES. SHE ISA DAUGHTER OF CRONUS AND RHEA, AND WIFE AND 
SISTER OF ZEUS. HERA WAS MAI N LY WORS H I PP E D AS A GODDESS OF MARRIAGE AND BIRTH. IT IS SAID 
THAT EACH YEAR HERA'S VIRGINITY RETURNS BY BATHING IN THE WELL CANATHVS. THE CHILDREN 
OF HERA AND ZEUS ARE THE SMITH-COD HEPHAESTUS, THE GODDESS OF YOUTH HEBE AND THE GOD 
OF WAR ARES. ACCORDING TO SOME SOURCES, HER CHILDREN WERE CONCEIVED WITHOUT THE HELP 
OF AMAN. IN THESE TALES, HERA PRODUCES OFFSPRING EITHER BY SLAPPING HER HAND ON THE 
GROUND OR BY EATING LETTUCE. 

WRITERS REPRESENTED HERA AS CONSTANTLY BEING JEALOUS OF ZEUS'VARIOUS AMOROUS AFFAIRS. 
SHE PUNISHED HER RIVALS AN D TH E I R C H I LDRE N, AMONG BOTH GODDESSES AND MORTALS, WITH 
IMPLACABLE FURY. SHE PLACED TWO SERPENTS IN THE CRADLE OF HERCULES; SHE HAD IO GUARDED BY 
A 100-EYED GIANT; SHE DROVE THE FOSTER-PARENTS OF DIONYSUS MAD, AND TRIED TO PREVENT THE 
BIRTH OF APOLLO AND ARTEMIS. EVEN ZEUS USUALLY COULD NOT STAND UP TO HER. SOMETIMES 
WHEN HE COT ANGRY, HE CHAINED HER TO THE MOUNTAIN OF OLYMPUS BY FASTENING ANVILS 
TO HER FEET. HOWEVER, MOST OF THE TIME ZEUS RESORTED TO STRATAGEMS: H E E ITH E R H I D H IS 
ILLEGITIMATE CHILDREN, OR HE CHANCED THEM INTO ANIMALS. 
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HEALTH CHEST. 


NECKLACE OF HERA 


now that you have the necklaces, you 
v\ \flH have to <jet back up to the top of the cliffs 
' a<jain. Exit the cave, climb the ladder to 

the ri<jht, and jump up onto the wall, jump 
over to the third wall over and scale it to 
the left and downward to reach a MAcpc/ 






Cjo up to the top of the wall and <jrab the orbs in the item chest and the orb chest. Latch on to the 
third wall to reach another orb chest. Return to the wall under the hrst chest you opened in this 
area, climb all the way down, scale to the ri^ht, and jump oner to another wall. 


i WALK- 
THROVCH 


climb down this wall and open the item chest, finally, drop down to where the satyrs were and 
vo to the left and climb the ladder. 


to the ri^ht is where you will place the Necklaces, but before you do that, <jo oner to the ri^ht 
side and <jrab the orbs in the orb chest. There is a hidden cane here that leads to a ton of orbs, 
Destroy the three undead Archers, jump into the pool of water, and after swimming to the end, 
smash the breakable walls and collect the red orbs out of the three orb chests. 


place the two necklaces on either side of the bridge to activate two sets of moving platforms, use 
the platforms to reach the top of the cliffs and <jo to your ri<jht. There is an item chest and a ma^ic 
chest about halfway up. 


Defeat the enemies, continue to the ri<jht, and jump over the rubble, when you reach the bridge, 
jump to the rope and swin<j across to the other side of the canyon, climb the wall and pull the 
lever to ride the elevator up the face of the mountain, continue forward, and you will reach the 
a fch Elec I ft TOfnh. 
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There is a switch that, when stepped on, will open a door, 
but don’t worry about that now because that is the last 
tiling that must be done in this section, jump from platform 
to platform, but make sure you time your jumps when the 
blades are out of the way. 

when you reach the other side, <jo to the ri<jht and push up 
the door. Defeat the Legionnaire captains in the hall and 
then climb the stairs to the top. There is a ma^ic/health 
(.nrs-T ifi i he hallway, bm yon should sin re ik for I filer 




ROOM: EXTERIOR 





■YMV 




once you reach the top, a cyclops Tyrant and a bunch of cerberus seeds will attack. Turn the 
cyclops Tyrant stone and then take care of the cerberus puppies. 


.. / once all the enemies are defeated, climb up the ladder to the left facing the hallway. Break the bars 
* V and open to reveal an orb chest and a ma^ic/health chest. 

The ladder in the center leads up to a crane-like device, walk to the ed<je of the crane, and then 
Y jump over to the balcony on the left. Break through the bars ,and you will hnd two orb chests. 

^fter you ha^e aper.-ed the chests, return to the center platform to rotate the crane. 


notate the crane so that the box is above the cracked ground below, you can tell where the block 
Yl will fall by looking at its shadow. Release the block by walking to the end of the crane and pulling 
the lever. 

» /|l Return to the crank, and rotate it until it’s above the switch. Drop the stone onto the switch and 
^ jump down to the lower level. 

Defeat the cyclops Tyrants and <jrab the statue from the left, push and kick it into the hole made by 
Yfll the falling block. <30 down the hole and push the statue onto the switch, now comes the tou<jh part! 
you must return across the moving platforms and blades to press the switch. 


I/O 


you don’t have a lot of time before the door closes, so work quickly on <jettin<j to the other side, if 
time is running out when you are near the door, use the roll to <jet under the bars. 
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ZEWTEMPLE : EXTERIOR 



/* 


After passing through the door, you will 
find yourself in the room of the architect, 
stand behind the corpse to pull the head 
off, and pass through the doors to reach the 
outside area before the building that houses 
pandora’s bok. if you need more ma^ic use 
that chest you saved earlier, once you are 
outside, open the two orb chests and climb 
the stairs and enter the building. At the 
bottom of the winding staircase is the hnal 
room. Before you enter the hnal area you 
take, note of the two chimera statues . 






UMmAimnuQm<ott womiira 


IN GREEK MYTHOLOGY, THE CHIMERA IS AMONSTER, DEPICTED AS AN ANIMAL WITH THE HEAD 
OF A LION, THE BODY OF A SHE-COAT, AND THE TAIL OF A DRAGON (SOMETIMES IT HAS MULTIPLE 
HEADS). IT IS ACHILD OF TYPHON AND ECHIDNA. IT TERRORIZED LYCIAdN ASIA Ml NOR), BVTWAS 
EVENTUALLY KILLED BY THE CORINTHIAN HERO BELLEROPHON. 
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once you pass the pillars, you will need to defeat many enemies before the barriers will drop. Be<jin 
by usin<j the Army of Hades and make a beeline to the other end of the room. 

The reason why you want to be between the 
ledges is so that the conveyor belt doesn’t 
push you into the rollers, and so that the 
jets don’t kill you. if you have full ma<jic 
at this point it will only take three Army of 
Hades ma<jic to win this battle. 

The Harpies are simple to defeat, but there 
are a lot of them, if you see a flame circle, 
block because a Harpy will do a dive attack. 

After all of the foes are defeated, <jo forward 
into the next room and <jet pA> imitVi- box by 
pulling open the crystal chant bfti\ 
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/QlV After the elevator takes you to the bottom of pandora’s Temple, push the box outside of the temple. 
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IN CREEK MYTHOLOGY, PANDORA WAS THE 
FIRST WOMAN ON EARTH. ZEUS ORDERED 
HEPHAESTUS, THE COD OF CRAFTSMANSHIP, TO 
CREATE HER AND HE DID, USING WATER AND 
EARTH. THE CODS ENDOWED HER WITH MANY 
TALENTS: APHRODITE CAVE HER BEAUTY, APOLLO 
MUSIC, HERMES PERSUASION, AN D SO FORTH. 
HENCE HER NAME: PAN DORA, "ALL-CI FTE D." 

WHEN PROMETHEUS STOLE FIRE FROM HEAVEN, 
ZEUS TOOK VENGEANCE BY PRESENTING 
PANDORA TO EPIMETHEUS, PROMETHEUS' 
BROTHER. WITH HER, PANDORA HAD A JAR 
WHICH SHE WAS NOT TO OPEN UNDER ANY 
CIRCUMSTANCE. IMPELLED BY HER NATURAL 
CURIOSITY, PANDORA OPENED THE JAR, AND 
ALL EVIL CONTAINED ESCAPED AND SPREAD OVER 
THE EARTH. SHE HASTENED TO CLOSE THE LID, 
BUT THE WHOLE CONTENTS OF THE JAR HAD 
ESCAPED, EXCEPT FOR ONE THING, WHICH LAY AT 
THE BOTTOM: HOPE. 









THE UNDERWORLD 
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The Underworld 


HADES, ABOVE THE RIVER STYX 

Move forward alon<j the bones hi<jh above 
| the River styx. save your <jame and replenish 

your energy usimjthe ma^ic/health chest 
and a health chest, jump across the raised 
platforms heading ri<jht, forward and left 
until you reach new enemies, if you need some 
orbs there are two orb chests on the way up. 

Defeat the three enemies and continue up to 
II the next platform. Destroy the three undead 
Hades captains there, jump up to the next 
section > and you will hove to deal with the 
sp i n ri i i nr s f hi ked w a J '■ x \ 5 , 




<om$kai thi wir mm 


THE RIVER OF WHICH MANY KNOW ITS NAME, WITHOVT KNOWING ITS ORIGIN OR WHAT IT REALLY 
STOOD FOR. A RIVER THAT SEPARATES THE WORLD OF THE LIVING FROM THE WORLD OF THE DEAD. 
STYX IS SAID WINDS AROUND HADES (HELL OR THE UNDERWORLD) NINE TIMES. ITS NAME COMES 
FROM THE CREEK WORD STUCEIN, WHICH MEANS HATE, STYX, THE RIVER OF HATE. THIS RIVER WAS 
SO RESPECTED BY THE CODS OF CREEK MYTHOLOGY THAT TH EY WOULD TAKE LIFE-BINDING OATHS 
JUST BY ME NTION I NC ITS NAME, AS REFERENCED I N TH E STORY OF BACC H US-ARI AD N E, WHERE JOVE 
"CONFIRMS IT WITH THE IRREVOCABLE OATH, ATTESTI NG TH E RIVER STYX." 
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MONSTER: HADES LECIONNAIRE 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


SHOULDER THROW 
BACK STAB IMPALE 
16,000 


WALK- 

THROUGH 


5 SECONDS 

BLOCK 

DIZZY 

LAUNCH, AIR THROW UNTIL DIZZY, CS 
DAMACE HOLD DOWN TRIANCLE, AIR 
THROW V/NTIL DIZZY, CS KILL 


THE V/NDEAD CAPTAIN HADES IS THE UNDERWORLD 
VERSION OF THE V/NDEAD CAPTAIN. USE THE SAME 
STRATEGIES TO DEFEAT THEM. DON'T TAKE TOO 
MANY CHANCES, THOUGH. THEY COUNTER ATTACK 
QUICKLY AND DISH OUT DAMAGE QUICKLY. HOWEVER, 
THEY'RE SUSCEPTIBLE TO MEDUSA'S GAZE AND CAN BE 
SHATTERED. 


HADES ROLLERS 


The secret to navi<jatin<j this area of rotating 
columns and spikes is that if you jump, the spinning- 
motion will not affect your momentum. Another 
important feature to realizes is that the spinning 
walkways will eventually slow down and even stop 
momentarily. There is an item chest on the ri<jht 
and another item chest straight ahead guarded by a 
undead Archer Hades. 


<30 ri<jht from the item chest guarded by the undead 
Archer Hades to reach an orb chest, you will face 
another undead Archer Hades on the way, but it 
diiHilil pose no problem. 
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MONSTER: HADES ARCHER 


THESE CUY$ ARE ONLY SLIGHTLY STRONGER THAN 
THE ONES YOU'VE FACED UP TO THIS POINT. THE 
DIFFERENCE IS THATTHEY CAN FIRE THREE ARROWS 
AT ONCE. THESE ENEMIES SHOULD BE THE FIRST FOES 
YOU ELIMINATE IN A CROUP. THEIR VOLLEY OF 
ARROWS CAN THROW OFF YOUR CONCENTRATION 
AND COMBOS. IF YOU CAN CET IN CLOSE, CRAB THEN 
AND SWING THEM INTO THE OTH E R MON STE R$. 


ORB DROPS 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMAGE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


■ 50 

THUNDERBOLT 
ORB MILK PUNCH 

360 TOSS, CHEST RIP, TAKEDOWN STAB 

15,000 

1 

5 SECONDS 
N/A 

GENERAL 
CS KILL 


1 s death j 

1 70 
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<30 left from where the item chest was 
guarded by a undead Archer Hades and then 
forward avoiding the spikes. Near the end 
of the path you will see a platforms to the 
ri^ht and straight ahead. <30 to the ri<jht, 
open the orb chest and follow the path 
until you reach another orb chest. 

Return to the main path, and this time <jo 
to the platform that was straight ahead, 
from the ed<je of this platform you will be 
able to see a platform to the ri<jht as well as 
three spinning paths, jump across the path 
in front of you and <jo to the next platform 
tit tlii: endr Fi'o 111 tlitr. e, jump o^ci 1 to tin: 


spinning path on the ri^ht and then to the 
platform with a orb chests, when you step 
on the platform a number of Harpy Hades 
will attack you. 

After they are defeated jump back onto the 
beam, oner to the platform on the ri^ht and 
over the last spinning beam to reach the 
next section, you will be attacked by a lar^e 
number of Harpy Hades at this point. After 
they are all destroyed jump on the next 
spinning path to reach the bone path and 
save your <jame. Replenish your energy by 
opeinin^ ifien^nvW^TTii ciresr. 






MONSTER: HADES 


HARPY 


■ 70 

MEDUSA'S CAZE 
WINC RIP 
6,000 


HIT POINTS: 

MACK WEAKNESS: 

($ KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


5 SECONDS 
N/A 

CENERAL 
CS KILL 


DEATH 

DEATH dTcAP 

cs mTlk 
cs mi 
Thatter ’ 

AMU HATTER 
MINI-GAME 


ORB DROPS 
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THE BURNING HARPIES BECOME SERIOUS FOES TO 
RECKON WITH. THEY SWOOP AND ATTACK IN A FAST 
SUCCESSION THAT CAN MAKE THEM HARD TO HIT. IF 
YOU GET CLOSE, GRAB ONE OF THEM TO PULL OFF ITS 
WINGS AND FINISH IT QUICKLY. USE MEDUSA'S GAZE TO 
EARN BONUS ORBS. 


HADES ELEVATION 


ELEVATION 


ACT V 


Vin 


This next section is tou^h because of the undead Archer 
Hades. This is a <jreat time to use the Army of Hades, 
jump to the hrst couple of platforms and then release 
your ma<jic when the undead Archer Hades are in 
ran^e. while your souls are taking care of the Archers, 
jump across the platforms to reach the led<je. 

when you reach the other side where the archers 
were, defeat all of the enemies in the four sections. 

The Minotaurs Hades are very tou<jh, but they can be 
handled easily by usimj the c)or<jon flash. After all the 
enemies are defeated, the barrier will drop and your 
final obstacle will be the rotating wall. The section on 
the 1ms a WA<,u; TrrAi.TU oirsT if ipm need \r. 
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MONSTER 


HADES MINOTAUR 


HIT POINTS: 
MACK WEAKNESS: 
MINI-CAME: 


425 

N/A 

THROAT STAB STRUGGLE 

7,000 

20 

5 SECONDS 
BLOCK 

LOW H EALTH 

LAUNCH, AIR THROW REPEAT 


DEATH 

"DEATH DECAP 
CS MILK 
CS KILL 
SHA TTER 

airThatter* 

mini-camT 


THESE GUYS ARE SIMILAR TO THE TORMENTORS 
EXCEPT THEY ARE EASIER TO TURN TO STONE. 

TAKE ADVANTAGE OF THIS FEATURE TO MAKE THIS 
PARTICULAR SECTION OF THE CAME EASIER. 


ORB DROPS 
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to climb the spiked column, remember that 
the spikes are the only things that can hurt 
you, meaning that you can hu<j the sides 
without bein<j crushed. Also, don’t be afraid 
to be a^ressiue and jump up when you see 
a lar<je opening. 


After reaching the top of the hrst column 
ytl open the orb chest, replenish your energy 
' with the ma^ic/health chest, and destroy 
the undead Archer Hades, scale the second 
column and sane your <jame. There is a 
health and MACjic chest that you will want 
to use to make sure you are full for the next 
bi<j battle. 


|7or 

,70 

In7a 
|n7 a 

I 70 
1 70 


DEFENSE TACTIC: 


THROW CONDITIONS: 


PEED KILL TACTIC 


STONE 

STONE 

STONE 


RESISTANCE: 
HIT POINTS: 
ESCAPE TIME: 








jump up the raised platforms, and you will 
reach a new area. The left path leads to the 
next section while and the ri<jht leads to and 

ORB CHEST. 


WALK- 

HROVCH 


This is the last part of the underworld, and 
to advance, you will need to defeat n satyr 
Hades, you should have full ma<jic at this 
point so use Medusa’s gaze. usin<j this ma<jic 
will <jet rid of these <juys very quickly, if you 
run low on ma<jic, you can <jet more from 
the MAgic/HEALTH chest in this area. There 
is also a health chest on the ri^ht. 


once you have won this battle, jump across 
the raised platforms and open the two orb 
chests on either side. Destroy the undead 
Archer Hades and continue to the top. when 
you see a rope appear, jump on the stone 
and climb up the rope, when you reach 
the top, you will hnd yourself back in the 
Temple of the oracle. 


RETURN TO 
ATHENS 
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RETURN TO ATHENS 







DESTROYED ORACLE TEMPLE, PV/ZZLE 


The temple of the omcle 
is in ruins, and the path 
is straightforward. After 
replenishing your energy with 
the health and MAcpc chests, 
up the stairs until you reach the 
room once occupied by Harpies. 

you must defeat the Cyclops 
Enforcers followed by several 
Minotaur fighters. After the 
barrier disappears, <jo up the 
stairs to the left, defeat the 
undead Archers and the ^or<jon 
Assassin. Enter the next area and 
defeat the undead Archers from a 
distance usimj zeus’s fury or Army 
of Hades. 


cross over the rubble, rehll your 
ma<jic by usin^the ma^ic/health 
chest, and <jo into the hallway on 
the left, up the stairs you will be 
attacked by Minotaurs and a little 
further down, undead Archers. 
Don’t worry about conserving 
your ma^ic at this point, because 
you will <jet rehlled before the 
final Battle. 


you will arrive in the courtyard 
where you saved the oracle earlier 
in the <jame. save your <jame and 
walk down the hall, open the two 

ORB CHESTS, MACjlC CHEST and 
health chest, then ofo down the 
smirs to reacli the limit hmiiie. 


FROM 

HADES 
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whew Em: raises liis nnrnrm'roucr l«5^ 
hr. Mil. you riosd to duri^e it. This me mm: i* 
unblockable and even avoiding It requires 
some quick reflexes. Luckily the rest of his 
attacks are blockable, including his axe 
attacks and his lon^-ran^e spikes from his 
back. Ares is fond of two-hit combos, so 
when he spins his hammer block, continue 
to block after hrst hit, because he will follow 
that up with a lar^e flame attack. 


% r ! va. [Vui 
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ACT I 


ACT II 


ACT III 


ACT V 


ACT VIII 




BOSS: ARES, COD OF WAR 


HIT POINTS: 

MACK WEAKNESS: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


Ldeath 

I ^ EA ___ 

| cs milk " 

CS KILL 
[Ihatter 

MINI-GAME 


| 4,000 


ARMY OF HADES 

N/A 

N/A 

N/A 

BLOCK, PARRY 
LOW HEALTH 
N/A 


».A 


v A 


N - 


n/A 


N A 


N A 


The hrst part of the battle is not too 
difhcult, if you know when to attack and 
when to dod<je. start off the h^ht with Army 
of Hades, and then continue to attack 
relentlessly. This massive attack should 
drop his life by a <jood chuck, and if you 
were a<jyressive with your attacks, you 
should <jain back nearly all your ma^ic. 
Also, Ares will telegraph when he attacks 
by turning to the side slightly, spin his 
hammer, or raise his hammer over his head 
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ARES, THE CREEK COD OF WAR, IS TALL AND HANDSOME, BVT 
VAIN AND AS CRVEL AS HIS BROTHER HEPHAESTVS WAS KIND. 
HIS SISTER ERIS, THE CODDESS OF STRIFE, IS HIS CONSTANT 
COMPANION, BVT HE IS ALSO ATTENDED BY HIS SONS DEIMOS 
AND PHOBOS, AS WELL AS ENYO, AN OLD WAR CODDESS. 




WHEN ARES HEARD THE CLASHING OF ARMS, HE GRINNED 
WITH GLEE, PVT ON HIS GLEAMING HELMET, AND LEAPT 
INTO HIS WAR CHARIOT. BRANDISHING HIS SWORD, HE 
RVSHED INTO THE THICK OF BATTLE, NOT CARING WHO WON 
OR LOST AS LONG AS BLOOD WAS SHED. A VICIOVS CROWD 
FOLLOWED AT HIS HEELS, CARRYING WITH THEM PAIN, 

PANIC, FAMINE AND OBLIVION. ONCE IN AWHILE, ARES WAS 
WOVNDED. HE WAS IMMORTAL, BVT WHENEVER HE WOVLD 
GET HVRT, HE WOVLD RVN BACK TO HIS FATHER, ZEVS AND 
WAS HEALED. NEEDLESS TO SAY, ZEVS WAS VERY DISGVSTED 
WITH HIS SON. ARES WAS MAI N LY WORSH I P P E D IN THRACIA, 
A REGION KNOWN FOR ITS FIERCE PEOPLE. 


Later on in the battle, he will sink into the ground and rise inia 
the air aflame, use zeus’ fury to brin<j him down quickly. 


The “safest” overall strategy is to ilodyr his unblockable strike 
(V and simply block and counter attack after each move. Block 
his attack will push you back, but the incredible ran^e of the 
Blades of chaos will allow you to strike him safely from a <jreos 
distance, when enough damage is done to Ares, you will see tfe 
circle Button prompt, ^rab him and mash circle during the tefci 
of strength. 

After overpowering him, Kratos will jump on top of Ares, and lo 
defeat him, you must complete the mini-^ame. Make sure yoc 
stop pressing the circle Button when you jump up, or you mai, 
abort the hrst movement of the mini-^ame. 
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BESTIARY 


EXTRAS 


BOSS: KRATOS DOPPELCANCERS 


The object is to defeat all of the Kmtos clones attacking his wife 
^ and child, if Kmtos or his family dies, the <jame is oner, if your 
wife and child start losing health, stand near them and press 
the circle Button to hu<j them and transfer your life to them. 


concentrate on defending your wife and child by staying near 
them and lashing out in the direction of the closest enemy, 
if you are low on ma<jic, use moves that can affect multiple 
enemies and knock them off their feet, if you have poseidon’s 
Ra^e leveled up, you can rack up an amazing combo, in fact, 
if your Ra^e of the qods meter is full, you can use poseidon’s 
Ra^e, trhjyer Ra^e of the Cjods, and continue to zap your 
enemies with the inhnite ma<jic for the duration that Ra^e of 
the Cjods is in effect (Athena’s Blessing), This is only possible if 
you have upgraded your blades tn lewfil 


ART 

CALLERY 








nnpafiin eiiei ^ 
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BO$$: ARES, COD OF WAR (WITH SWORD) 


you no longer have the Blades of chaos or any of the 
Vif powers of the gods, but you do have the Blade of the 
gods, you have only four moves but your main focus 
will be on defense, you can attack normally with 
the square and triangle button but zeus’ <jift works 
<jreat. use zeus’ gift after blocking Ares attacks. 


4 /in wfien Ares does the attack where his sword <joes into 
Y the ground, roll away to avoid becoming crushed. 


At some point your swords will clash, win the power 
I V) stru^le by mashing on the circle Button and attack to 
' unleash a devastating move. The power bar fluctuates 
depending on who has the advantage in battle, when 
I i fs energy m zero, you lu^re won \ lie bn tile. 





n ri 5411 tjA I H fj - t<' PH 
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HIT POINTS: 1,500 

TOTAL HEALTH METER: 3,000 

NOTE: ARES AND KRATOS SPLIT THE 3,000 TO BECIN WITH, THUS 
EACH HAS 1500. THE METER WORKS LIKE A TV/C OF WAR. 

MACK WEAKNESS: N/A 

DEFENSE TACTIC: N/A 

THROW CONDITIONS: N/A 

SEED KILL TACTIC: N/A 


ORB DROPS 
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TRAIN INC 
CROV/ND 


WEAPONS 


POWER OF 
THE CODS 


BESTIARY 

EXTRAS 

ART 

CALLERY 


H. 


UBS 


IS 






4,4 


DEATH 

death” d e c ap 

CS MILK 
CS KIL L 
shatter” 

AI R S H ATTE R 
MINI-CAM?” 


mm\ 












MOV/ NT OLYMPV/S 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited, 





1 1 ff ln| 

j 

|fr| J 



jf^i] l hi jjn 
v 'ViJiJU .{BJ 

tes# , 

Iw ri 

i-J# u 


» j' A 

1 u 

wnk 

fj J Mir 

J 


•/min 

1 .y v j 

- M |[ 1 




I* Mf ■ 'll 







PRIMA OFFICIAL 
STRATEGY GUIDE 





WALK- 

HROVCH 


(LAIMINC THE THRONE 


you will be^in at the top of suicide Bluff, enter the portal 
to <jo to Olympus, and <jo to the top of the stairs to reach 
the temple itself. 


sane your <jame and examine the statues of the Minotaur 
and Ares. The two statues of your fallen foes are more 
than a testament to your skills; they are here for a special 
reason.... 


utjVjfU pi.ej. <v f-n 
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FOES OF KRATOS 
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MONSTER : CYCLOPS ENFORCER 


HIT POINTS: 

130 

MACK WEAKNESS: 

MICHT OF ZEUS 

MINI-CAME: 

EYE IMPALE 

STONE RESISTANCE: 

20,000 

STONE HIT POINTS: 

20 

STONE ESCAPE TIME: 

5 SECONDS 

DEFENSE TACTIC: 

TANK 

THROW CONDITIONS: 

LOW HEALTH 

SPEED KILL TACTIC: 

N/A 



ORB DROPS ’ 1 

DEATH 

50 (100% CHANCE 10-20 HP) 



DEATH DEC Ap“““" 

|n/a WM 

| 


[N 


TTkill 

N/A 


IhattFi 

yrt " 


AIR SHATTER “ 

N/A 


MINI-CAME^ - 

150 (1 0 0% C HAN C E 1 0-20 



THIS LARCE CREATV/RE CAN TAKE A LOT OF DAMACE 
BEFORE THE PROMPT WI LL APPEAR TO ENTER THE 
MINI-CAME THAT WILL KILL IT. AVOID THE LARCE, 
SPIKED BALL BY ROLLINC OV/T OF THE WAY AFTER 
DISH I NC OV/T A FEW QV/ICK ATTACKS. 


MONSTER : CYCLOPS BRVTE 


HIT POINTS: 

MACK WEAKNESS: 
MINI-CAME: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


| 300 
MICHT OF ZEUS 
EYE PV/LL 
14,000 
15 

5 SECONDS 
TANK 
DIZZY 
N/A 



DEATH 

"death DECAP 
CS MILK 
(S KILL 
“shatter 
“air “shatter 
minkamT 


A STRONCER VERSION OF THE CYCLOPS, THIS BEAST 
DOESN'T HAVE THE RANCE OF ITS BALL-WI ELDI NC 
COV/SIN, BV/T IT IS FASTER ON THE DRAW. YOV/ CAN 
ONLY CET A FEW HITS IN ON THIS BEAST BEFORE IT 
COV/NTER ATTACKS. STICK AND MOVE! 



m 









MONSTER : CYCLOPS DESERT KINC 


HIT POINTS: 

350 

MACK WEAKNESS: 

MICHT OF ZEUS y 

MINI-CAME: 

CHEST IMPALE SLIDE 

STONE RESISTANCE: 

25,000 

STONE HIT POINTS: 

25 

STONE ESCAPE TIME: 

3 SECONDS 

DEFENSE TACTIC: 

TANK 

THROW CONDITIONS: 

LOW HEALTH 

SPEED KILL TACTIC: 

N/A 


DEATH \ 100 (100% CHANCE 30 HP AND 10 MP) 

PEATH DECa1> B N/A 

csmTlY ”’Tna 

cs ^ 

SHATTER FT 2?" 

AIR SHA TTER"! f N A 
M I N , - C AM? -- ■ 210 (100% C HA NCE 30 HP) 


THE TOUCHEST VERSION OF ITS TYPE. LUCKILY 
THESE BIC MONSTERS DON'T PURSUE YOU 
VERY MUCH. IF YOU ARE FAR AWAY SET 
UP A PLUME OF PROMETHEUS TO HIT 
ON THE LAST MOVE. OTHERWISE, DODCE 
TO THE SIDE AND V/SE QUICK ATTACKS TO CHIP AWAY. 


MONSTER : SATYR 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


| 350 
ARMY OF HADES 

BLOODY UPPERCUT 
STAFF IMPALE 
12,000 
25 

4 SECONDS 

BLOCK, PARRY EVADE 

CENERAL 

N/A 


DEATH 

1 80 

DEATH DE CAP 

■ 100 

cTmTlk" 

■ 'n/a 

jLvffZlZZZ 

■ 100 

SHATTER 

| Too 

A iT SHATTER 

■ 110 

minTcame - 

I N/A 


THE SATYR IS AVERY STRONC AND QUICK MONSTER 
WITH CREAT DEFENSIVE ABILITIES. WHILE YOU CAN 
LAUNCH IT AIRBORNE AND ATTACK WITH THE PLUME 
OF PROMETHEUS, YOUR BEST WEAPON ACAINST IT IS 
MEDUSA'S CAZE. 










y -! 

MONSTER: HADES SATYR 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


| 300 
ARMY OF HADES 

BLOODY V PPERCV/T 
STAFF IMPALE 
18,000 
25 

4 SECONDS 

BLOCK, PARRY, EVADE 

CENERAL 

N/A 
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HIT POINTS: 

MACK WEAKNESS: 
MINI-CAME: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


H 90 

N/A 

THROAT STAB STRUGGLE 
6,000 
7 

5,000 

BLOCK 

LOW HEALTH 

LAVNCH, AIR THROW REPEAT 


DEATH 

"death DECAP 
CS MILK 

IZCZI 

Ihatter 

"AIM HATTER 

minkamT 


1 25 
| 55 

|"n/a^~~ ” ~~ 

N/A 

[5C ‘ 

| 40 " ~ 

r 100% CH ANC E 30 H P 


THESE ENEMIES ARE STOUT BUT LOWER LEVEL GRUNT 
MONSTERS. THEY CAN BE JUGGLED WITH MANY 
COMBOS AND SHOULDN'T PROVIDE TOO MUCH 
CHALLENGE. THEY HAVE LIMITED RANGE, SO SET UP 
YOUR ATTACKS AND LEAD INTO THEM WITH COMBOS. 


ORB DROPS ” ”1 

1 DEATH 

1 80 (100% CHANCE 20 HP AND 6-9 MP) 


DEATH DECAP ~ 

”[70 



CS MILK 

|n7a" 

’ ’ 

CS KILL ] 


; 

SHATTER 

——— 






I ————— 

|n7a~ 

~ZZ ' > 


THESE WERE TOUGH BEFORE AND NOW THEY ARE 
REALLY DI FFICULT TO TACKLE. THEIR SPEED AND 
DEFENSIVE MANEUVERS MAKE THEM A PRIMARY 
CANDIDATE FOR ANY FORM OF MAGIC. IF YOU ARE 
LOW ON MAGICAL E N E RGY TRY USING ZEUS' FURY BUT 
THEY WILL LEARN FAST AND B LOCK AFTE R A WH I LE. 


MONSTER : MINOTAUR CRVNT 

i [ 







TRAINING 

GROUND 

WEAPONS 

POWER OF 
THE CODS 

WALK- 

THROUGH 


ORB DROPS 


ORB DROPS 


I DEATH 
CS KILL 

SHATTER j 
AIR SH ATTER 

TTmTcAME^ 


| 4-0 

f A 
[n 
[n - 

|47 

Cl: 

100% CHANCE 30 HP 


THE HAMMER TYPE MINOTAURS ARE DANGEROUS 
FROM MID RANGE. THEIR HAMMER ATTACKS CAN SEND 
SHOCKWAVES THAT MAKE THEM HARD TO DEAL WITH. 
LEAD IN WITH A PLUME OF PROMETHEUS TO TAKE 
THEM OFF THEIR FEET. 


MONSTER : MINOTAUR WARRIOR 


HIT POINTS: 

MAGIC WEAKNESS: 
MINI-GAME: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


275 

N/A 

THROAT STAB STRUGGLE 

9,000 

20 

5,000 

BLOCK 

LOW HEALTH 
LAUNCH, AIR THROW REPEAT 


DEATH 

rpEATlT^ECAP^ 

|7smilk~ 

CS KILL "T B 
SHATTE R 
AIR SHA TTER 

I — 


| 55 

N/A 

uj 

|~5C 

100% CHANCE 30 H P 


zzl 


THESE ARE THE SAME TYPE BUT TOUGHER 
VERSIONS OF AND THEIR BLUE FURRED 
BROTHERS. THEY CAN BE TOUGH TO HANDLE 
IN GROUPS SO USE MEDUSA'S GAZE TO 
PETRIFY THESE BEASTS AND SHATTER THEM AS 


MONSTER : MI NOTAV/R HAMME R CRV/NT 


HIT POINTS: 

MAGIC WEAKNESS: 
MINI-GAME: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS 
SPEED KILL TACTIC: 


■ 160 
N/A 

THROAT STAB STRUGGLE 

9,000 

26 

5,000 

BLOCK 

LOW HEALTH 
LAUNCH, 

AIR THROW REPEAT 








mm 




ORB DROPS 


DEATH 

( 70 

^ DEATH DECAP 

■ 70 


[N/A 

TTkiTl 

Tn7a 

""SHATTER 

170 

AIR Yh ATTE R ^ 

B 70 

mi nTcame ~ 

| 70 
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MONSTER : HADES MINOTAUR 

l [ 


HIT POINTS: 

MACK WEAKNESS: 
MINI-CAME: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


| 425 

N/A 

THROAT STAB STRUCCLE 

7,000 

20 

5 SECONDS 
BLOCK 

LOW HEALTH 

LAUNCH, AIR THROW REPEAT 


THESE CUYS ARE SIMILAR TO THE TORMENTORS 
EXCEPT THEY ARE EASIER TO TURN TO STONE. 

TAKE ADVANTACE OF THIS FEATURE TO MAKE THIS 
PARTICULAR SECTION OF THE CAME EASIER. 


MONSTER : MI NOTAUR TORMENTOR 


HIT POINTS: 

600 

MACK WEAKNESS: 

N/A 

MINI-CAME: 

THROAT STAB STRUCCLE 

STONE RESISTANCE: 

12,000 

STONE HIT POINTS: 

20 

STONE ESCAPE TIME: 

5,000 

DEFENSE TACTIC: 

BLOCK 

THROW CONDITIONS: 

LOW HEALTH 

SPEED KILL TACTIC: 

LAUNCH, AIR THROW REPEAT 



DEATH 

DEATH DEC AP^ 
CS MILK 
Tsk.LL 
Yh ATTE R 

AIR SHATTER ^ 

———— 


I 55 
| 6C 
1 N/A 
N/A 
|5C 
|7C 

100% C HANCE 30 HP 


THE EXTRA ARMOR ON THESE MI NOTAURS MAKES 
THEN A FORCE TO BE RECKONED WITH. THEY ARE 
TOUCHER AND MORE ACCRESSIVE, AND WILL CHARCE 
YOU IF YOU ARE TOO CLOSE. LIKE ANY BIC ENEMY, 
FREEZE AND SHATTER THEM IF YOU CAN. 









BESTIARY 


^ r ’ MtAfl A m e j. {V 


ORB DROPS 


DEATH 

■ N/A 

death’ dIcap 

Tn/a 

cs milk" 

1 N/A 

cs Kiir 

Tn/a 

SHATTER 

I N/A 

_ r _____ 

■ N/A 

minT-game 

I N/A 


THROUGH 


MINI-BOSSES 

BOSSES 

EXTRAS 

ART 

GALLERY 


MA OFFICIAL 
STRATEGY GUIDE 


TRAINING 
GROWN D 


WEAPONS 


^MONSTERS 


CENTAURS ARE VERY TOUGH DUE TO THEIR 
SPEED, AGILITY AND AGGRESSIVE COUNTER ATTACKS. 
WHEN THEY B LOC K YOUR ATTAC K$, ROLL AWAY 
TO AVOID BEING HIT. THEY HAVE A BAD HABIT OF 
SURROUNDING YOU. WATCH THEM CLOSELY, AND YOU 
WILL SEE THEIR BOWS WILL BEGIN TO GLOW WHITE 
BEFORE THEY FIRE ATYOU. 


CS DAMAGE: 
CS KILL: 


STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME 


DEFENSE TACTIC: 


SPEED KILL TACTIC: 


HIT POINTS: 
MAGIC WEAKNESS: 


^■165 

BLADE OF ARTEMIS 


SHOULDER TOSS 
LEG CHOP IMPALE 


11,500 

10 

5 SECONDS 


BLOCK, PARRY 


THROW CONDITIONS: 


LAUNCH, AIR THROW UNTIL DIZZY, 

CS GRAB, HOLD TRIANGLE, AIR THROW 
UNTIL DIZZY, CS KILL 


MONSTER : CENTAUR 


DIZZY 


MONSTER : CERBERUS BREEDER 


HIT POINTS: 


400/800 

MAGIC WEAKNESS: 

MEDUSA'S GAZE 


CS DAMAGE: 

JAW SLICE 


CS KILL: 

HEAD IMPALE 


STONE RESISTANCE: 

10,000 


STONE HIT POINTS: 

25 


STONE ESCAPE TIME: 

5 SECONDS 


DEFENSE TACTIC: 

EVADE, TANK 


THROW CONDITIONS: 

LOW HEALTH 


SPEED KILL TACTIC: 

N/A 



|f ORB DROPS 


DEATH 

■ 50 

DEATH DE CAP 

, N/A 

cTmTlk" ~ ~ 

1n7a 

CS KILL | 

■ 60 

SHATTER 

1 60 

A iT SHATTER 

■ 85 

minTcame - 

I N/A 


THESE ARE THE FULL-GROWN, THREE-HEADED DOGS. 
LOOK OUT FOR ITS LUNGING ATTACKS AND FIREBALL 
ATTACKS. YOU MUST DEFEAT THEM QUICKLY (USE 
MEDUSA'S GAZE), OR THESE GUYS WILL CONTINUE TO 
PRODUCE A CEREBUS PUPPY. 
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MONSTER : TEMPLE SIREN 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


r ORB DROPS 

| DEATH 

| 20 QQQ/q CHANCE 10 HP AND 3 MP) 


DEATH DECAP ~ 

|"n/a 


1 CS MILK 

■ NT A [ 


r cricHT 

1 20 (15%7HANCE 20 HP 100%' CHANCE 9 MP)^ 


SHATTER 

[45 [ 


AIR SHATTER 



1 MINI-GAME 

| N/A 

_J 


THESE ARE THE TOUGH VERSION OF THE SIRENS YOU 
ENCOUNTER ATTHE END OF THE DESERT STACE. 

YOU WILL NEED TO DO A SUBSTANTIAL AMOUNT OF 
DAMACE INCLUDING MULTIPLE CRABS WITH WHEN 
THE CIRCLE P ROMPT AP P EARS. TRY TO GATHER AS 
MANY OF THEM AND OTHER ENEMIES TOGETHER 
AND USE A POWERED UP POSEIDON'S RAGE TO SOFTEN 
THEM UP. 


■ 100 

MIGHT OF ZEUS 

HEAD BASH 
CHEST IMPALE TOSS 

8,000 

1 

.5 SECONDS 

EVADE 

DIZZY 

LAUNCH, AIR THROW UNTIL DIZZY, CS 
CRAB (REPEAT) 



MONSTER : WRAITH OF ATHENS 

I 1 


THE BEST WAYTO TAKE OUT THE ELUSIVE SKELETONS IS 
TO BLOCK WHEN THEY POP OUT OF THE GROUND AND 
GRAB THEM. LAUNCH THEM UP INTO THE AIR AND 
PRESS X TO GRAB TH EM I N TH E AI R AN D SLAM THEM 
DOWN REPEATEDLY. 
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HIT POINTS: 

| 40 

MAGIC WEAKNESS: 

MEDUSA'S GAZE 

CS DAMAGE: 

STUCK UPPERCUT 

CS KILL: 

BEHEADING 

STONE RESISTANCE: 

3,000 

STONE HIT POINTS: 

1 

STONE ESCAPE TIME: 

5 SECONDS 

DEFENSE TACTIC: 

BLOCK 

THROW CONDITIONS: 

GENERAL 

SPEED KILL TACTIC: 

BOUNCE, AIR CATCH REPEATED, CS KILL 


ORB DROPS 


DEATH | 

[15 

DEATH DECAP - " ! 

1 20 

CS MILK 

[ nm" 

TTkillT r 1 

] 7 ~ 

SHATTER 

[ 23 

^TumhatteT^ 

[ 7 ~ 

MINI-GAME - 1 

| N/A 


TRAINING 

GROUND 


WEAPONS 


POWER OF 
THE GODS 



MINI-BOSSES 

BOSSES 

EXTRAS 

ART 

! GALLERY 






.) ii 








IMrtf 
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ORB DROPS 


ORB DROPS 


MONSTER: DESERT WRAITH 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


■ 120 

MEDUSA'S CAZE 

STUCK UPPERCUT 
BEHEADINC 

4,000 

1 

5 SECONDS 

BLOCK 

CENERAL 

BOUNCE, AIR CATCH REPEATED, CS KILL 


h — - A 

MONSTER : UNDEAD ARCHER 

\ [ 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


| 10 

ZEUS' FURY 
ORB MILK PUNCH 

360 TOSS, CHEST RIP, TAKEDOWN STAB 
2,000 
1 

5 SECONDS 
N/A 

CENERAL 
CS KILL 


| DEATH 1 2 

DEATH DECAP | 4 
| CS AM LK "Tl 

Rs kTlL ~ MB 4 

["shatter 

AIR SHATTER ■ 6 

[m^a^JTOa 


THESE ENEMIES ARE WEAK UNDEAD CREATURES 
THAT ONLY TAKE A FEW QUICK HITS TO DISPATCH. 
ELIMINATE THEM QUICKLY TO AVOID CETTINC 
CAUCHT IN CROSSFIRE. 




DEATH I 50 (100% CHANCE 10-20 HP AND 3-6 MP) 

[~dlath~dIca p b 4 o * 

TTkIlT ------ 

SHATTE R i | 

AIR SHATT ER ■ ; 

MI NIC AM E I N/A 


USE THE SAME TECHNIQUE OF CRABBINC THEM AND 
SLAMMINC THEM TO THE CROUND AS THEIR WEAKER 
BROTHERS. HOWEVER, YOU HAVE TO BE A LOT 
QUICKER WITH THESE FOES, BECAUSE THEY ARE FASTER 
AND MORE POWERFUL, ESPECIALLY IN CROUPS. 









BESTIARY 
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EXTRAS 


ORB DROPS 


ART 

CALLERY 
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TRAIN INC 
GROUND 


POWER OF 
THE CODS 


HIT POINTS: 

MACK WEAKNESS: 

<$ DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


I 20 

ZEUS' FURY 
ORB MILK PUNCH 

360 TOSS, CHEST RIP, TAKEDOWN STAB 

10,000 

1 

5 SECONDS 


! DEAT H 

| death' decap 
1 CS MILK | 
CS KILL 


SHATTER 

■ 8 "~ 




il 

AIR SHATTER 

~Tl2~ 





"Tn7a~~ 






MONSTER : HADES ARCHER 


THESE ARCHERS USUALLY SEEK OUTA COOD VANTACE 
POINT TO BOMBARD YOU WITH A VOLLEY OF ARROWS. 
V/SE ZEUS'S FV/RY WHEN THEY ARE TOO FAR TO CETTO 
QV/ICKLY TO AVOID TAKINC TOO MANY UNNECESSARY 
SHOTS. 


MONSTER : CV/RSED ARCHER 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


■ 50 

ZEUS' FURY 

ORB MILK PUNCH 

360 TOSS, CHEST RIP, TAKEDOWN STAB 

15,000 

1 

5 SECONDS 
N/A 

CENERAL 
CS KILL 


DEATH 

j 70 

DEATH DECAP 

B 70 

cTmTlk" 

B 1 " 

CS KILL 

B 4 

SHATTER 

|70~ 

AIR SHATTER 

1 70 

MINKAME - 

| N/A 


THESE CV/YS ARE ONLY SLICHTLY STRONGER THAN 
THE ONES YOU'VE FACED UP TO THIS POINT. THE 
DIFFERENCE IS THAT THEY CAN FIRE THREE ARROWS 
AT ONCE. THESE ENEMIES SHOULD BE THE FIRST FOES 
YOU ELIMINATE IN A CROUP. THEIR VOLLEY OF 
ARROWS CAN THROW OFF YOUR CONCE NTRATION 
AND COMBOS. IF YOU CAN GET IN CLOSE, GRAB THEN 
AND SWING THEM INTO THE OTHER MONSTERS. 







MONSTER: VN DEAD LEGIONNAIRE 


HIT POINTS: 
MACK WEAKNESS: 


20/50 


CS DAMAGE: 
<$ KILL: 


STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 


DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


BLOCK 
GENERAL 
CS KILL 


DEATH 

"DEATH DECAP" 

~mTlk 
7 ? kill 

Yh ATTE R 

AIR SHATTER " 

———— 


THE FIRST Y/NDEAD LEGION NAI RES YOY/ ENCOV/NTER 
ARE NOT EXACTLY THE BIGGEST OF THREATS, BY/TTHEY 
DO TRAVEL IN LARGE NY/MBERS, SO DON'T DISMISS 
THEM. Y/SE GROY/ND-SMASHING COMBOS TO KNOCK 
GROY/PS OF THEM TO THE FLOOR. 



Hi 


Sf 


ORB MILK PY/NCH 

360 TOSS, CHEST RIP, TAKEDOWN STAB 

1,500 

1 

5 SECONDS 


MONSTER: FALLEN LEGIONNAIRE 


HIT POINTS: 
MAGIC WEAKNESS: 


CS DAMAGE: 
CS KILL: 


ORB MILK PY/NCH 

360 TOSS, CHEST RIP, TAKEDOWN STAB 


STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 


8,000 

1 

3.5 SECONDS 


DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


BLOCK 
DIZZY 
CS KILL 


DEATH 

| 15 

"death DECAP 

I 20 

TYmTlk 

Ml 

CS KILL 

■ 19 

Thatter 

■To 

"air "shatter 

|30 

MINI-GAME 

| N/A 


THE TOY/GHESTOF THE Y/NDEAD SOLDIERS THEY ARE 
STILL SY/SCEPTIBLE TO POSEIDON'S RAGE. HOWEVER, 
THEY ARE A LOT MORE RES I LI E NT AN D TH EY CAN 
ATTACK WITH LARGE LEAPING ATTACKS THAT CAN TAKE 
YOY/ OFF GY/ARD. 










MINI-BOSSES 

BOSSES 

EXTRAS 

ART 

CALLERY 


ORB DROPS 


PRIMA OFFICIAL 
STRATEGY GUIDE 


TRAIN INC 
CROUND 


WEAPONS 


BESTIARY 


Fmonsters 


POWER OF 
THE CODS 


WALK- 

THROUCH 


MONSTER : MACK LECIONNAIRE 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


80/160 

ALL 

ORB MILK PUNCH 

360 TOSS, CHEST RIP, TAKEDOWN STAB 

5,500 

1 

5 SECONDS 

BLOCK 

CENERAL 

SHIELD SHATTER, CS KILL 


YOU MUST USE THE PLUME OF PROMETHEUS TO 
SHATTER THEIR $H I ELD. ONCE TH EY ARE UNARMED 
THEY CAN BE TREATED LIKE ANY OF THE OTHER 
UNDEAD HORDES. 
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MONSTER: CURSED LECIONNAIRE 


=71 T7 

ml 


DEATH 

| 10 

DEATH deca” 

■ 20 

7$ milk" 

,1 

TTlciTI 

f 14 


SHATTER | 15 

AIR SHA TTER B 25 
mini-c am! , N/A 


HIT POINTS: 

n so 

MACK WEAKNESS: 

ALL 

CS DAMACE: 

ORB MILK PUNCH 

CS KILL: 

360 TOSS, CHEST RIP, TAKEDOWN STAB 

STONE RESISTANCE: 

5,500 

STONE HIT POINTS: 

1 

STONE ESCAPE TIME: 

5 SECONDS 

DEFENSE TACTIC: 

BLOCK 

THROW CONDITIONS: 

DIZZY 

SPEED KILL TACTIC: 

CS KILL 


1 ORB DROPS 

| death j (30% (HAN(E 10 H p) | l 

| DEATH DECAP | 12 

HTmTlk fi 

|7TkLLL ~l~7 

' ' 

SHATTER TlO 

AIR SHATTER ’ " Tl5 

n/A~ 

———————— — — — — | 


YOU MUST USE THE 

PLUME OF PROMETHEUS TO 

SHATTERTHEIR SHIELDS. ONCE THEY ARE UNARMED, 
THEY CAN BE TREATED LIKE ANY OF THE OTHER 

UNDEAD HORDES. 












EUL-iF 


ORB DROPS 


MONSTER: HADES LECION NAIRE 


HIT POINTS: 

200 

MACK WEAKNESS: 

ALL 

CS DAMACE: 

SHOULDER THROW 

CS KILL: 

BACK STAB IMPALE 

STONE RESISTANCE: 

16,000 

STONE HIT POINTS: 

1 

STONE ESCAPE TIME: 

5 SECONDS 

DEFENSE TACTIC: 

BLOCK 

THROW CONDITIONS: 

DIZZY 

SPEED KILL TACTIC: 

LAUNCH, AIR THROW UNTIL DIZZY, CS 
DAMACE HOLD DOWN TRIANCLE, AIR 
THROW UNTIL DIZZY, CS KILL 


DEATH 

■ 25 

* DEATH DECAP 

■ 30 

CS MILK 

Xn/a 

cs kTlT 

| 30 

ThatterT™ J 

[ 35 

Air ——— 

I 4-5 

mi nTcame ~ 

I N/A 


THE UNDEAD CAPTAIN HADES IS THE UNDERWORLD 
VERSION OF THE UNDEAD CAPTAIN. USE THE SAME 
STRATECIES TO DEFEAT THEM. DON'T TAKE TOO 
MANY CHANCES, THOUCH. THEY COUNTE R ATTACK 
QUICKLY AND DISH OUT DAMACE QUICKLY. HOWEVER, 
THEY'RE SUSCEPTIBLE TO MEDUSA'S CAZE AND CAN BE 
SHATTERED. 
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MONSTER: LECIONNAIRE CAPTAIN 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMACE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


DEATH 

1 25 

DEATH DECA™ 

150 ~ 

CS MILK 

j n/a" 

CS KILL 

150 ~ 

Th atter 

I 55 ~ 

AI R SHATTER” 


mini-camT - 

1 N/A 


THE TOUCH EST OF THE UN DEAD THESE ENEMIES 
ARE STILL SUSCEPTIBLE TO JUCCLES WITH APOLLO'S 
ASCENSION. ONCE THEY ARE OF F TH E I R FE ET TH EY CAN 
BE THROWN IN THE AIR. 


SHOULDER THROW 
BACK STAB IMPALE 
10,000 
1 

5 SECONDS 

BLOCK 

DIZZY 

LAUNCH, AIR THROW UNTIL DIZZY, CS 
DAMACE HOLD DOWN TRIANCLE, AIR 
THROW UNTIL DIZZY, CS KILL 









ORB DROPS 


OFFICIAL 
STRATEGY GUIDE 


TRAINING 
GROWN D 

WEAPONS 

POWER OF 
THE GODS 

WALK- 

THROUGH 


^MONSTERS 


MONSTER : FIRE HARPY 


MONSTER : HARPY 
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DEATH 

j 12 

DEATH DE CAP 

jl5~~ 

cTmTlk" 

1n7a 

7rKHr~~| 

~N/A 

SHATTER 


AMU HATTER 

■ 20 

minTcame - 

I N/A 


HIT POINTS: 

MAGIC WEAKNESS: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


| 20 

MEDUSA'S GAZE 
WING RIP 

5,000 

1 

5 SECONDS 
N/A 

GENERAL 
CS KILL 


THE SECOND LEVEL HARPY IS NOT ONLYTOUCHER 
BUT IT IS A DIVING ATTACK THAT CAN REALLY THROW 
YOU OFF IN A GROUP. BECAUSE THESE ARE STILL 
"UNARMORED MON STE RS" TH EY DON'T TAKE MUCH 
DAMAGE AND SHOULD BE THE FI RST TH I NG YOU 
DESTROY. 


HIT POINTS: 

|15 


MAGIC WEAKNESS: 

MEDUSA'S GAZE 


CS KILL: 

WING RIP 


STONE RESISTANCE: 

1,500 


STONE HIT POINTS: 

1 


STONE ESCAPE TIME: 

5 SECONDS 


DEFENSE TACTIC: 

N/A 


THROW CONDITIONS: 

GENERAL 


SPEED KILL TACTIC: 

CS KILL 




| DEATH _ 

1 

DEATH PECAP 


|c?mTlk , 

N A 

CS KILL 

N/A 

SHATTER M 

3 

AIR SHATTEir_ 






THESE ARE "NUISANCE E N EMI E$" THAT DON'T DO 
MUCH DAMAGE BUT ATTACK IN LARGE GROUPS. ANY 
QUICK ATTACK WILL TAKE THEM OUT PRETTY FAST. 
DON'T SPEND TOO MUCH TIME COMBOING THEM, 
BECAUSE THEY AREN'T VERY STRONG. 
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ORB DROPS 


MONSTER : CERBERVS OFFSPRING 


HIT POINTS: 

MACK WEAKNESS: 

CS DAMAGE: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 





| orFdrops""""""""""""'"'"" ll 


| DEATH 
DEATH DECAP 
CS MILK ~ 

|TrKTLL~~ 

|SHATTEr " 

AIR SHATTER^ 
MINI-GAME 


THESE LITTLE PUPPIES SEEM CUTE BV/T THEY ARE MORE 
THAN AN ANNOYANCE ENEMY THEY ARE NOT VERY 
RESILIENT BV/T TH EY V/SV/ALLY AP P EAR IN LARGE 
CROV/PS. COMBO THEM QV/ICKLYTO DISPOSE OF THEM 
BEFORE THEY REACH FV/LL SIZE. 


1 5 (15% CHANCE 10 HP) 

| io 

— — — 

I 10 (100% CHANCE 20 HP? 

j 10 I 

nr "i 

I N/A 


■ 80 

MIGHT OF ZEUS 

N/A 

N/A 

3,000 

1 

5 SECONDS 
N/A 

GERERAL 

REPEATED CS GRABS, CS KILL 


MONSTER: HADES HARPY 


Protectee 


[DEATH 70 

|DLATrrDECA P 70 

RTmTII n/a; 

RTkTll ~n/a"~ 

RhATTE R 70 ~ 

70 

["mkTkaa^ g n/a" 


THE BV/RNING HARPIES BECOME SERIOV/S FOES TO 
RECKON WITH. THEY SWOOP AND ATTACK IN A FAST 
SV/CC ESS ION THAT CAN MAKE THEM HARD TO HIT. IF 
YOV/ GET CLOSE, GRAB ONE OF THEM TO PV/LL OFF ITS 
WINGS AND FINISH IT QV/ICKLY. V/SE MEDUSA'S GAZE TO 
EARN BONV/S ORBS. 


HIT POINTS: 

MAGIC WEAKNESS: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


■ 70 

MEDUSA'S GAZE 
WING RIP 

6,000 

1 

5 SECONDS 
N/A 

GENERAL 
CS KILL 










MONSTER : CERBERUS SEED 


BESTIARY 


INI-BOSSES 


DEATH 

death" DECAF 

——— 

cs kTiIT 

SHATTER 
MIN KAMI"' 


5 (15% CHANCE 10 HP) 


N/A _ 

10 (100% CHANCI 2oTlP) 


ONCE ACAIN THE CUTE PUPPIES ARE A LOT MORE 
TROUBLE THAN THEY APPEAR. THESE HICHER- 
LEVEL PUPS ARE PRETTY TOUCH ANDNEEDTOBE 
ELIMINATED QUICKLY. TOSS THEM INTO TO EACH 
OTHER TO OCCUPY $ EVE RAL AT A TIME AND PREVENT 
THEIR SPINNINC ATTACKS. 


MINI-BOSS : HYDRA HEAD, HALL 


THE FIRST APPEARANCE OF THIS BEAST IS DESICNED TO 
TEACH YOU HOWTO HANDLE THESE MASSIVE TYPES 
OF MONSTERS. SIMPLY BLOCK ITS SNAPPINC ATTACKS, 
WHICH WILL PUSH YOU BACK, AND ROLL OR MOVE 
IN CLOSE TO LAY DOWN A QUICK COMBO. WHEN YOU 
SEE IT REAR ITS HEAD OR FLARE ITS FINS, BLOCK AND 
CONTINUE THE PATTERN. FINISH IT WITH THE CIRCLE 
BUTTON MINI-CAME. 




^un- 
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PRIMA OFFICIAL 
STRATEGY GUIDE 


TRAIN INC 
CROUND 


WEAPONS 


MONSTERS 


BOSSES 


EXTRAS 


ORB DROPS 


ART 

CALLERY 


HIT POINTS: 


B 525 

MACK WEAKNESS: 

N/A 


DEFENSE TACTIC: 

N/A 


THROW CONDITIONS: 

N/A 


SPEED KILL TACTIC: 

N/A 


DEATH DIZZY: 

200 


RECEN: 

260 



HIT POINTS: 

40/200 

MACK WEAKNESS: 

MICHT OF ZEUS 

CS DAMACE: 

N/A 

CS KILL: 

N/A 

STONE RESISTANCE: 

3,000 

STONE HIT POINTS: 

1 

STONE ESCAPE TIME: 

5 SECONDS 

DEFENSE TACTIC: 

N/A 

THROW CONDITIONS: 

CERERAL 

SPEED KILL TACTIC: 

REPEATED CS CRABS, CS KILL 



[ ’ ORB DROPS 

! DEATH 

Jjj/A 





rpEATlT^ECAP 

1 N/A~ 





11$ Ml LI 

I'n/A— 





CS KILL 

1 N 7a~ 





p HATTER 

1 N/A 





AIR SHATTER 

1 n7a ~~ 






|n7a~ 




' — — — 









THIS HEAD HAS A LOT MORE MOVES INCLUDING A 
SPINNING SLAMMING ATTACK AN D VARIOUS BITING 
ATTACKS. ALL OF ITS ATTACKS CAN BE BLOCKED EXCEPT 
FOR THE HEAD SLAM. LUCKILY THE SLAM MOVE 
FOLLOWS THE SAME PATTERN OF LEFT, RIGHT, AND 
CENTER. STAND YOY/R GROUND UP CLOSE AND USE 
QUICK ATTACKS. WHEN IT SCOOPS YOU UP BREAK FREE 
WITH CIRCLE AND DEAL MAJOR DAMACE. 


MINI-BOSS : HYDRA HEADS, TWINS 


HIT POINTS: 


250 

MACK WEAKNESS: 

N/A 


DEFENSE TACTIC: 

N/A 


THROW CONDITIONS: 

N/A 


SPEED KILL TACTIC: 

N/A 


DEATH DIZZY: 

90 


RECEN: 

180 



DEATH 

| N/A 

* DEATH DECAP 

T N/A 

C$ MILK 

T N/A 

cs kTlT 

Tn7a 

Shatter 

■ N/A 

airVhatter ^ 

T n/a 

mi nTcame ~ 

I N/A 


BOTH OF THESE HEADS ACT TH E SAME WAY AS THE 
HYDRA HEAD YOU JUST FOUGHT. STICK TO ONE SIDE 
AND TAKE ON EACH HEAD ONE AT A TIME. ATTACK 
AS QUICKLY AS YOU CAN AND ALWAYS BE READY TO 
BLOCK A QUICK BITE ATTACK. WHEN THE HYDRA HEAD 
HAS TAKEN ENOUGH DAMACE CLIMB THE CRATES ON 
THE SIDE AND JUMP TO THE PLATFORM TO PIN THE 
HEAD DOWN. 


“■ i i^|[[iiji mwm 






tV t-H 


ORB DROPS 


DEATH 

■ N/A 

deat^Tcap” 

T N/A 

cs milk" 

■ N/A 

cs k7ll 

TnTa 

SHATTER 

1 N/A 

_ r $_____ 

■ N/A 

M,m-CAM~” 

I 250 


ORB DROPS 


f /% 


MINI-BOSS : MEDUSA 


HIT POINTS: 

MACK WEAKNESS: 

CS KILL: 

STON E RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


iMM*M 


MICHT OF ZEUS 
SOUL RELEASE 

6,000 
10,000 
1 SECOND 

EVADE 

DIZZY 

N/A 


DEATH | 

| N/A 

DEATH D ecaP~! 

1 nT 

CS MILK 

[ ~n/a~ 

THair ~~~ i 

| 150 

SHATTER 

[ n/a" 

7JT?HATTEF~n 

1 n"a" 

MINI-CAME - 1 

| N/A 


MINI-BOSS : DESERT SIREN 

_____ 


THE SIREN SISTERS INITIALLY ROAM THE DESERT ALONE. 

THE QUICKEST WAY TO TAKE THEM OUT IN YOUR FIRST 
ENCOUNTER IS TO USE ZEUS' FURY TO SAFELY ZAP THEM 
FROM A DISTANCE. AFTER SEVERAL SHOTS, THE CIRCLE PROMPT 
WILL APPEAR. CET IN CLOSE AND CRAB THEM TO FINISH IT. 
LATER ON ALL THREE WI LL ATTACK AN D TH EY ARE MUCH 
STRONCER. USE POSEIDON'S RACE WHEN YOU CAN CET THEM 
TOCETHER AND THEN CONTINUE TO SINCLE ONE OUT 
CRABBINC THEM WITH THE CIRCLE PROMPT APPEARS. 
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HIT POINTS: 

MACK WEAKNESS: 
HEAD RIP: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


IBHIIIII 


POSEIDON'S RACE 
HEAD RIP 

N/A 

N/A 

N/A 

EVADE 

LOW HEALTH 
N/A 


THE CORCON QUEEN IS THE TOUCH EST OF HER KIND. 
WHILE HER CAZE ISN'T AS DEADLY AS HERMORE 
ADVANCED SISTERS, SHE IS A LOT STRONCER AND WILL 
TAKE PLENTY OF HITS. SHE'S ACILE AND HAS COOD 
RANCE WITH HER TAIL, SO USE POSEIDON'S RACE TO 
STUN HER AND BREAK HER CAZE WITH THE PLUME 
OF PROMETHEUS. 




PRIMA OFFICIAL 
STRATEGY GUIDE 


TRAININC 

CROUND 


WEAPONS 


POWER OF 
THE CODS 


WALK- 

THROUCH 


MONSTERS 

BOSSES 


EXTRAS 


ART 

CALLERY 


1 ^ 

* 








I 4 (10% CHANCE OF 10 HP) 
[N/A 
1 N/A 

( A- ( 1 Q0/ — ——— Q —— 

[Tmp 

[TmP 

N/A ™ 


THE EVIL DOPPELCANCER K RATOS APPEARS LATE 
IN THE CAME. THERE ARE THREE VERSION THAT 
REPRESENT DI F F E RE NT AB I LITI E$ OF KRATOS. THE 
WEAKEST IS THE ARCHER TYPE THAT THROWS LOW 
LEVEL BOLTS OF ZEY/S' FY/RY. THEY CAN BE TAKEN OY/T 
WITH YOY/R OWN VERSION OF THIS SPELL. 


MINI-BOSS : EVIL KRATOS, REMORSE 


HIT POINTS: 

MACK WEAKNESS: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


■ 80/100 
POSEIDON'S RACE 
CROY/N D BREAKER 

12,000 

1 

5 SECONDS 
N/A 

CENERAL 
CS KILL 


DEATH 

"death DECAP 
CS MILK 
jiKnT 
Shatter 

TlR SHATTER 

minkamiT 


[ 4 (10% CHANCE OF 10 HP) 

1 N/A ~ 

[ 7 l " 

| 4 (lOX CHAN cToF 10 HP) 

[Tmp 

[T MP 

N/A— 


THE SECOND TYPE OF DOPPLECANCER WI ELDS THE 
BLADES OF CHAOS. HOWEVERYOY/ ARE LY/CKY IN THAT 
THEY DON'T HAVE YOY/R TRAIN INC. THEY WILL NOT 
PERFORM COMBOS OR LONC REACHINC ATTACKS. 

THEY MAKE Y/P FORTHEIR INEXPERIENCE IN THEIR 
NY/MBERS AND THEY WILL TRY TO CRAB YOY / AS WELL. 




|®J 


Ml 

§§ > - iWeJ ^ i 

Bl 


in 
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MINI-BOSS : EVIL KRATOS, RECRET 


■ 60 

POSEIDON'S RACE 
CROY/N D BREAKER 
12,000 


HIT POINTS: 

MACK WEAKNESS: 

CS KILL: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


5 SECONDS 
N/A 

CENERAL 
CS KILL 


BESTIARY 


BOSSES 


THE FINAL CLONE CARRIES THE BLADE OF ARTEMIS 
AND THEY ARE DEADLY BECAUSE OF THE HEAVY 
DAMACE OF THE BLADE ITSELF. BY THE TIME THEY 
APPEAR THE CROWD OF THEM SHOULD BE THINNINC 
USE ACRAB TO KILL THEM QUICKLY OR RELYON THE 
SUPERIOR RANCE OF YOUR POWERED UP BLADES OF 
CHAOS. 


BOSS : HYDRA KINC 


HIT POINTS: 

MACK WEAKNESS: 

MAST BREAK 1 DIZZY: 
RECEN: 

MAST BREAK 2 DIZZY: 
RECEN: 

MAST BREAK 3 DIZZY: 
RECEN: 

DEATH DIZZY: 

RECEN: 


■ 400 
POSEIDON'S RACE 


THIS HYDRA HEAD IS ABSOLUTELY HUCE BUT DON'T 
CET INTIMIDATED. CHARCE RICHT UP TO IT AND 
ATTACK FURIOUSLY. IF YOU HAVE MACK ENERCY 
USE POSEIDON'S RACE AS IT ATTEMPTS TO BITE YOU. 
THIS WILL SHOCK THE BEAST WHILE MAKINC YOU 
TEMPORARILY I NVULN E RAB LE. IF YOU ARE LOW ON 
MACK JUST ROLL TO THE SIDE TO AVOID IT'S BITE. 
FINISH IT WITH A SERIES OF MIN-CAMES. 


jj 1 fv f-tv 
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PRIMA OFFIPj 
STRATEGY A 


EXTRAS 


ART 

CALLERY 


| ORB DROPS 

| DEATH ___ 

| 4 (10% CHANCE OF 10 HP) 




DEATH DECAP 

■ N/A 




1 CS MILK 

■ N/A 




j (Hcnl 





SHATTER 

1Tmp_ 




AIR SHATTER 





1 MIN1-CAME 

| N/A 

— 

— 



[ ORB DROPS 

! DEATH 

DEATH DECAP "j 

1 CSmTlI 

pcslciTI " '\ 

p HATTER 1 

AIR SHATTER ’ 

N/A 

n/a ZZIZ I ZJM Hi HflM 

IZZIZZZZIIIZZZIIIIZZZIIIZZZIj 

N/A ~ ---gjgg pMMJ 

"n/a 1 

n/a ” ”” :;zmm mbmh 


; n/a j 









BOSS : PANDORA'S CUARDIAN 


DEATH 

DEATH DECAP* 

csmTlF 

(S KILL ~ 
Th ATTER 
AI R SHATTER * 
MINKAME 


THE HUCE ARMORED MINOTAUR MUST BE TAKEN OUT IN 
A SERIES OF STEPS. FIRST YOU MUST ATTACK IT UNTIL ITS 
ARMOR SPITS STEAM FROM ENOUCH VENTS. WHEN YOU 
SEE THE CIRCLE PROMPTYOU NEED TO BE CLOSE ENOUCH 
TO RUN UP TO IT BEFORE IT RECOVERS. AFTER THE MINI- 
CAME, HEAD TO THE BACK OF THE ROOM AND PULL THE 
LEVER TO LAUNCH A FIERY LOC AT IT. AFTER SEVERAL OF 
THESE SHOTS YOU MUST THEN DESTROY IT'S ARMORED 
PIECES AND FINAL FINISH IT OFF. 


BOSS : ARES, THE COD OF WAR 


HIT POINTS: 

MACK WEAKNESS: 

STONE RESISTANCE: 
STONE HIT POINTS: 
STONE ESCAPE TIME: 

DEFENSE TACTIC: 
THROW CONDITIONS: 
SPEED KILL TACTIC: 


ARMY OF HADES 

N/A 

N/A 

N/A 

BLOCK, PARRY 
LOW HEALTH 
N/A 


DEATH 

"death DECAP 
CS MILK 

cs Knir 

Shatter 

AIR Vh ATTER* 
MINKAME - 


MOST OF ARES MOVES CAN BE BLOCKED EXCEPT FOR THE 
OVERHEAD HAMMER ATTACK. DODCE OUT OF THE WAY 
AND KEEP MOVINC TO AVOID HIS FOLLOWUP. THE REST 
OF THE FICHT WILL REVOLVE AROUND YOU BLOCKINC OR 
DODCINC AND THEN FOLLOWINC UP WITH A COUNTER 
ATTACK. USE THE RANCE OF YOUR BLADES TO LAY DOWN 
DAMACE FROM A DISTANCE. WHEN HE IS AIRBORNE, USE 
ZEUS' FURY TO CROUND HIM INSTANTLY. 
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ORB DROPS 


ORB DROPS 


HIT POINTS: 

■ VENT STACE 1 - 100 (5) 


■ VENT STACE 2 - 100 (5) 


HARMOR STACE 3 - 150 (5) 


HEALTH STACE 4 - 1,500 

MACK WEAKNESS: 

ZEUS' FURY 

DEFENSE TACTIC: 

N/A 

THROW CONDITIONS: 

N/A 

SPEED KILL TACTIC: 

N/A 
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YOU HAVE ONLY FOUR MOVES BUT YOUR MAIN FOCUS 
WILL BE ON DEFENSE. YOU CAN ATTACK NORMALLY WITH 
THE SQUARE AND TRIANCLE BUTTON BUT ZEUS' CIFT 
WORKS CREAT. USE ZEUS' CIFT AFTER BLOCKINC ARES 
ATTACKS. WHEN ARES SWORD COES INTO THE CROUND, 
ROLL AWAY TO AVOID BECOMINC CRUSHED. AT SOME 
POINTYOUR SWORDS WILL CLASH. WIN THE POWER 
STRUCCLE BY MASH I NC ON THE CIRCLE BUTTON AND 
ATTACK TO UNLEASH A DEVASTATINC MOVE. 


TOTAL HEALTH METER: 3,000 


NOTE: ARES AND KRATOS SPLIT THE 3,000 TO BECIN WITH, THUS 
EACH HAS 1500. THE METER WORKS LIKE A TUC OF WAR. 


MACK WEAKNESS: 


DEFENSE TACTIC: 


BOSS : ARES, WITH SWORD 


1,500 


N/A 


N/A 


THROW CONDITIONS: 
SPEED KILL TACTIC: 


N/A 

N/A 


DEATH 

| N/A 

deat^Tcap” 

Tn7a 

cs milk" 

■ N/A 

cs kTlT" 

TnTa 

SHATTER 

I N/A 

_ ^ _____ 

■ N/A 

minkamI 

I N/A 
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The challenge of the qods is an extra mode that 
you can take on in order to <jain new costumes for 
Kratos. it consists of io different challenges, to clear 
a challenge, you must complete it by fulhllin^ the 
special conditions, completing all io is no easy task, 
because each challenge will restrict your weapons, 
ma<jic, a time limit or certain additional factors, one 
<jood aspect you have <join<j for you is that you have 
the Ra^e of the qods ability. However, the bad part is 
that you have to charge it up. 
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Yes 

Nw 


CHALLENCE 1 


OBJECTIVE j 

Knock ei<jht enemies off the platform before time 
runs out. Killing an enemy will fail the challenge. 

DIFFICULTY | 

EASY 

TIME LIMIT j 

55 SECONDS 

WEAPONS j 

BLADES OF ATHENA (MAX) 


BLADE OF ARTEMIS (LV1) 

MAGIC | 

NONE 


This is a simple challenge, because it only requires you 
to knock the enemies off the ed<je. you can do this simply 
by attempting to <jrab the enemies, since the enemies 
have shields, they can’t be grabbed, but they will be 
pushed, just keep pushing them over the ed<je usin^the 
<jrab button, and you will clear this challenge quickly. 



CHALLENCE 2 


OBJECTIVE j 

Kill all Archers and undead Legionaries before time. 

DIFFICULTY | 

NORMAL 

TIME LIMIT j 

115 SECONDS 

WEAPONS | 

BLADES OF ATHENA (MAX) 
BLADE OF ARTEMIS (LV1) 

MAGIC | 

POSEIDON'S RAGE (LV1) 
MEDUSA'S GAZE (LV1) 
ZEUS' FURY (LV1) 

ARMY OF HADES (LV1) 


This challenge is not the most difhcult to conquer, 
but it is one of the most frustrating because of the 
Harpies, instead of <join<j for the kills, try to hit 
the undead Legionnaires off the ed<je if possible. 
Hades Reverse comes in handy here, because when 
the undead attack, you can use it with the Triangle 
Button to knock the enemies down or break their 
magical shields. Make sure that you move in only 
one direction, because you will only have time to <jo 
around once. The Blades of Athena are powerful, and 
will take out the Archers in two hits, use them when 
jumping from platform to platform. 
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CHALLENGE 3 



OBJECTIVE ! 

Break all the pots before the timer runs out. 

DIFFICULTY | 

EASY 

TIME LIMIT [ 

21 SECONDS 

WEAPON? [ 

BLADES OF ATHENA (MAX) 
BLADE OF ARTEMIS (LV1) 

MAGIC | 

NONE 


you have no metric, but you won’t need it. use single- 
weapon strikes to break the pots, and make a path 
that <joes around the outside, then to the middle. The 
camera may shift a lot, but you should hnish this 
challenge by staying to the outside. 


(HALLENCE 4 



OBJECTIVE 

Kill four Minotaurs but none of the undead 
Legionnaires. 

DIFFICULTY | 

NORMAL 

TIME LIMIT 

NONE 

WEAPONS [ 

BLADES OF ATHENA (MAX) 
BLADE OF ARTEMIS (LV1) 

MAGIC | 

POSEIDON'S RACE (LV1) 
MEDUSA'S GAZE (LV1) 
ZEUS' FURY (LV1) 
ARMY OF HADES (LV1) 


start of by usin<j the Army of Hades ri^ht from the 
start. This will weaken two of the Minotaurs ri^ht 
off the bat. After this focus on usin<j the Hades 
Reverse or dod<jin<j when the undead attack you. 
when you have a free shot at the Minotaurs, use 
Apollo’s Ascension followed by Apollo’s offensive. 
do this a couple of times, and the Minotaur will be 
dead, even though you have Medusa’s ^aze, it is very 
difhcult to freeze the Minotaurs and smash them 
without destroying the undead. Another useful trick 
is to <jrab the Minotaur and hnish it with the circle 
prompt death move, while you are on top of the 
Minotaur, no other enemies can hit you. 


(HALLENCE 5 



OBJECTIVE j 

shoot all of the undead Legionaries! do not shoot 
the Humans! 

DIFFICULTY | 

NORMAL 

TIME LIMIT j 

NONE 

WEAPONS 

BLADES OF ATHENA (MAX) 
BLADE OF ARTEMIS (LV1) 

MAGIC | 

POSEIDON'S RAGE (LV1) 
MEDUSA'S GAZE (LV1) 


The <joal of this challenge is very straightforward, 
shoot all the cursed Legionaries without shooting 
the humans. This is a lar^e shooting gallery, but you 
will hnd it difhcult to avoid hitting the humans. The 
key is simply to practice your timing and watch as 
the soldiers are running around. 
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CHALLENCE 6 



OBJECTIVE | 

Reach the center of the end platform before time 
runs out. 

DIFFICULTY 

NORMAL 

TIME LIMIT j 

35 SECONDS 

WEAPONS j 

BLADES OF ATHENA (MAX) 
BLADE OF ARTEMIS (LV1) 

MACK | 

NONE 


start by jumping across the platforms, and when you 
reach one with a cursed Archer, <jrab him and throw 
him at the one up ahead, continue jumping the 
platforms, and you will reach another cursed Archer, 
qrab him, destroy him and jump across two more 
moving platforms then block immediately. The four 
cursed Archers at the end will hre at you, but you 
must wait until the platform moves a<jain. watch 
out for the arrow that has a delayed explosion, 
because those can knock you off the platform, you 
will have two chances to <jet across, and if you aren’t 
successful during that window, restart the challenge. 




CHALLENCE 7 


CHALLENCE 8 



OBJECTIVE j 

Rule 1: Kill all enemies. 

Rule do not 

<jet hit. 

DIFFICULTY | 

NORMAL | 

TIME LIMIT | 

90 SECONDS 

WEAPONS | 

BLADES OF ATHENA (MAX) 
BLADE OF ARTEMIS (LV1) 

MAGIC | 

MEDUSA'S GAZE (LV1) 
ZEUS' FURY (LV1) 


start with the plume of prometheus to knock down 
the cursed Legionaries, nun around the area while 
keeping your distance from the Minotaurs. Your <joal 
is to kill all the undead hrst! After they are <jone, 
turn the Minotaurs to stone and shatter them. 



OBJECTIVE j 

Kill all the enemies. 

DIFFICULTY | 

VERY HARD | 

TIME LIMIT j 

NONE 

WEAPONS j 

BLADES OF ATHENA (MAX) 
BLADE OF ARTEMIS (LV1) 

MAGIC | 

NONE 


stay away from the middle, and use Hades Revenue 
whenever possible. The cursed Legionaries are easy 
enough, but the qor<jon Assassins are trouble, when 
you see their <jaze, roll away and avoid it. Be ready 
to shake out of it, because there are times when 
you will be turned to stone no matter what you do. 
if you can pull off Hades Revenue, follow up with 
the square Button. This is especially useful when an 
enemy is close to the ed^e, because you will be able 
to knock them off. Also, don’t forget that you can kill 
the qor^ons via the mini-^ame. After 150 enemies are 
defeated, the challenge is complete, it is a lot easier 
to complete this challenge usimj Ra^e of the qods, 
but you may need it to complete 9 or 10. 
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CHALLENCE 9 



OBJECTIVE ] 

Kill four cyclops before time runs out. 

DIFFICULTY | 

VERY HARD 

TIME LIMIT [ 

150 SECONDS 

WEAPON? | 

BLADES OF ATHENA (MAX) 
BLADE OF ARTEMIS (LV1) 

MACK | 

POSEIDON'S RACE (LV1) 
MEDUSA'S CAZE (LV1) 
ZEUS' FURY (LV1) 
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The satyrs are the most bothersome enemy, because 
they will be constantly hitting you. Attack the 
cyclops Desert Kin<j with the plume of prometheus 
and dod<je whenever you see him attack. The key to 
succeeding in this challenge is to distance yourself 
from the satyrs while attacking the cyclops. when 
you see the circle Button prompt for the mini- 
<jame, pass on it for the hrst three times and use it 
to kill the fourth cyclops. you should have about 
40 seconds left for the hnal cyclops. if not, then 
seriously consider starting over. 



CHALLENCE 10 


OBJECTIVE | 

Kill enemies to make platform rise. Reach the top 
platform to beat the challenge. 

DIFFICULTY | 

VERY HARD 

TIME LIMIT | 

NONE 

WEAPONS | 

BLADES OF ATHENA (MAX) 
BLADE OF ARTEMIS (LV1) 

MACK | 

NONE 



This last challenge is difhcult because you have 
to deal with two satyrs and three cerberus seeds 
while h<jhtin<j on a very small platform, every time 
one of those enemies is defeated, the platform 
will rise. However, if you <jet knocked off so that 
you are han<jin<j on, the platform will lower, nest 
assured, The platform will descend faster than 
it rises! The secret to beating this challenge is to 
throw the cerberus seeds off the platform, while 
you are throwing, the satyrs won’t hit you. just 
keep throwing the cerberus seeds until the platform 
rises to the point where you can jump over to the 
platform at the top. occasionally, the cerberus seeds 
will attack with the flaming charge attack, parry 
it, and use Hades Revenue to clear the platform. 
Beating this challenge will require full mastery 
of the Hades Reverse, if you are ever in danger, 
activate Ra^e of the qods as a lifesaving maneuver. 
This will <jive you the ed<je you need to complete 
the challenge of the qods. After completing this 
challenge, you will unlock Additional costumes. 
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Itejvjs Checklist 


ACT I: AECEAN SEA 


GORGON EYES: 2 - PHOENIX FEATHERS: 0 - MUSE KEYS: 0 


ITEM 





MAP 

LOCATION 

SHIP 3 EXTERIOR 

in the item chest on the riqdit before ^ettin^ poseidon’s na^e. 

SHIP 3 EXTERIOR 

After defeating the Hydra, open the chest on the left before usin^ the 
zip Line. 


ACT II: ATHENS 


GORGON EYES: 17 - PHOENIX FEATHERS: 13 - MV/SE KEYS: 0 


ITEM 

MAP 

LOCATION 


a 

KRATOS SHIP EXTERIOR 

go through the secret hole before ^oin^ up the elevator and open the 
chest in the hall. 



ATHENS TEMPLE 1 
EXTERIOR 

in the warehouse with the tall blocks to the ri^ht of the ma^ic chest. 


E 

BALLISTA CHAMBER 
INTERIOR 

when you enter the eallista chamber, aim toward the wall to the left 
opposite the window and shoot the wall to hnd the chest. 


** 

ATHENS TEMPLE 1 
EXTERIOR 

After the sallista, <^o down the ladder to the left, it’s located near the 
^ate that you need to lift up to ^et back to the chamber. 



STREET EXTERIOR 

inside of the fourth house on the left side. 


** 

STREET EXTERIOR 

on the roof of the fourth house on the ri^ht. 



STREET EXTERIOR 

on the roof of the ninth house on the left it has two entrances (chest on 
the left). 



STREET EXTERIOR 

on the roof of the ninth house on the left it has two entrances (chest on 
the ri^ht). 



ATHENS BUILDING 
INTERIOR 

in the first room with the shiny floor, break open the wall at the back 
across from where you enter to hnd the chest. 



ATHENS BV/ILDING 
INTERIOR 

secret area by usin^ the hand-over-hand technique in the courtyard 
area before the woman plummets to her death. 



TOWN SQVARE EXTERIOR 

jump to the chest left of the save point. 



BURNING COURTYARD 
EXTERIOR 

Bottom area of the Dive skeleton Room behind the breakable wooden 
wall. 



BURNING COURTYARD 
EXTERIOR 

Top area of the Dive skeleton room and to the riqdit nent to the orb 
chest. 


I 
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BROKEN ROAD EXTERIOR 

After ^ainin^ the power of zeus, destroy the Archers on the rooftops to 
^ain access to the secret area on the riqdit. 


a 

BROKEN ROAD EXTERIOR 

After ^ainin^ the power of zeus, destroy the Archers on the rooftops to 
<^ain access to the secret area on the ri^ht. 


rj 

ATHENS ROOFTOPS 
EXTERIOR 

climb the ladder to the riqdit after first reaching the top of the rooftops. 


** 

ATHENS ROOFTOPS 
EXTERIOR 

Hidden over the led^e on the left side. 


a 

ATHENS ROOFTOPS 
EXTERIOR 

After crossing the bridge that the soldier was holding to keep from 
bein^ opened. 


a 

ATHENS ROOFTOPS 
EXTERIOR 

After crossing the bridge that the soldier was holding to keep from 
bein^ opened. 


□ 

TOWN SQUARE EXTERIOR 

in the secret Area with three chests. 


s 

TOWN SQV/ARE EXTERIOR 

in the secret Area with three chests. 



ORACLE'S TEMPLE 
EXTERIOR 

in a chest to the riqdit of the stairs of the oracle Temple. 


^^2 

ORACLE'S TEMPLE 
EXTERIOR 

in a chest to the left of the stairs of the oracle Temple. 



ORACLE'S TEMPLE 
INTERIOR/COMBAT 

Bottom level of the Harpy room on a led^e behind where you enter. 


** 

ORACLE'S TEMPLE 
INTERIOR/COMBAT 

Top level of the Harpy room on a led^e behind the qdass window. 



ORACLE TEMPLE 
INTERIOR/PVZZLE 

Break through a wall on the riqdit side bottom area. 


s 

ORACLE TEMPLE 
INTERIOR/PVZZLE 

on a led^e to the ri^ht while you attempt to save the oracle. 


a 

CLIFF EXTERIOR 

suicide Bluffs at the top in a chest to the riqdit of the portal. 


a 

SEWER INTERIOR 

Bottom of the spiral staircase underneath the stairs. 



SEWER INTERIOR 

on the riqdit side near the si^ Door leading to the desert of Lost souls. 


ACT IV: PANDORA'S TEMPLE 


CORCON EYES: 16 - PHOENIX FEATHERS: 14 - MVSE KEYS: 5 


ITEM 

MAP 

LOCATION j 



PANDORA'S TEMPLE 
EXTERIOR 

in the chest to the left of the entrance to pandora’s Temple. 


s 

PANDORA'S TEMPLE 
EXTERIOR 

in the chest to the riqdit of the entrance to pandora’s Temple. 





Hi I 


Protected by copyright. Unauthorized or unlawfuLcopying or downloading expressly prohibited. 












■BHill 




(HALLENCE OF ATLAS: 

HOLE ROOM INTERIOR 

After walking across the catwalk, <^o to the alcove on the ri^ht and open 
the item chest. 



(HALLENCE OF ATLAS: 

THE CLIFFS OF ATLAS 

jump across the ^ap where the bridge is broken before the cliffs of 
Atlas, and open the chest on the left. 


E 

(HALLENCE OF ATLAS: 

THE CLIFFS OF ATLAS 

jump across the ^ap where the bridge is broken before the cliffs of 
Atlas, and open the chest on the riqdit. 



(HALLENCE OF ATLAS: 

THE CLIFFS OF ATLAS 

After climbing the cliffs of Atlas, climb to the left and before jumping to 
the lever, <^o down to the bottom of the cliff and open the chest. 


SI 

(HALLENCE OF ATLAS: 

THE CHAMBER OF ATLAS 

Behind the statue of Atlas in the chest. 


E 

(HALLENCE OF ATLAS: 

THE CHAMBER OF ATLAS 

when you reach the top section in the room of Atlas, to the riqdit and 

open the chests. 



(HALLENCE OF ATLAS: 

THE CHAMBER OF ATLAS 

when you reach the top section in the room of Atlas, cross over the 
bridge past the lever and open the item chest. 



(HALLENCE OF ATLAS: 

THE RINCS OF PANDORA 

open the item chest to the riqdit of the save point before entering the 
challenge of poseidon. 


i Si 

(HALLENCE OF POSEIDON: 

CLIFF 1 INTERIOR 

jump up the wall after the rotating room and shimmy to the left to hnd 
the chest on the riqdit side. 


E 

(HALLENCE OF POSEIDON: 

POSEIDON'S TEMPLE 
INTERIOR 

After you enter the room with poseidon’s Trident, jump into the water 
over to the ladder on the left side to reach the chest. 


□ 

(HALLENCE OF POSEIDON: 

POSEIDON CROTTO 
INTERIOR 

in the room with the many cerberus seeds after ^ettin^ the Trident. 


** 

(HALLENCE OF POSEIDON: 

SWIM TV BE 1 INTERIOR 

Kiss the Nyad before diving down. 



(HALLENCE OF POSEIDON: 

SWIM TV B E 1 INTERIOR 

smash through the mural to hnd the Nyad, and then kiss it to receive 
the item. 


i 

(HALLENCE OF POSEIDON: 

SWIM TV BE 1 INTERIOR 

to the left of the breakable mural containing the Nyad in the same 
area as the sin undead soldiers, you must break through the wall to <^et 
to the chest. 



(HALLENCE OF POSEIDON: 

SWIM TVBE 1 INTERIOR 

After the underwater save point, break through the wall on the ri^ht 
and kiss the Nyad. 


** 

(HALLENCE OF HADES: 

HADES HALL INTERIOR 

in the main room of Hades challenge, jump up the left railing and at 
the top, jump over to the flaming pillar, hand-over-hand around to the 
left and jump into the small window with the chest. 



(HALLENCE OF HADES: 

HADES HALL INTERIOR 

in the main room of Hades challenge, jump up the ri^ht railing and at 
the top, jump over to the flaming pillar, hand-over-hand around to the 
rivht and jump into the small window with the chest. 

(HALLENCE OF HADES: 

HADES HALL INTERIOR 

After <£oin<£ through the door that is accessible after the centaur’s 
challenge, jump up onto the led^e near the door and open the left chest 



(HALLENCE OF HADES: 

HADES HALL INTERIOR 

After <£oin<£ through the door that is accessible after the centaur’s 
challenge, jump up onto the led^e near the door and open the ri^ht 
chest. 



(HALLENCE OF HADES: 

BALLWAY INTERIOR 

inside of the room at the end of the lon^ corridor with the rolling rocks. 


E 

(HALLENCE OF HADES: 

BALLWAY INTERIOR 

inside of the room at the end of the lon<j corridor with the rolling rocks. 
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s 

CHALLENCE OF HADES: 

HADES HALL RAFTERS 
INTERIOR 

in the first item chest when you enter the catwalk area. 



CHALLENCE OF HADES: 

HADES HALL RAFTERS 
INTERIOR 

in the second item chest in the catwalk area. 



CHALLENCE OF HADES: 

HADES HALL RAFTERS 
INTERIOR 

on the top portion of the catwalk area before usin<j the zip Line. 


si 

CHALLENCE OF HADES: 

Ml NOTAV/R BOSS CAT 
INTERIOR 

After defeating the Minotaur in the area where you <^et the Architect’s 
son’s Head from the casket. 


c 

CLIFFS OF MADNESS: 

CLIFF EXTERIOR 

in the item chest located in the same room as the Necklace of Aphrodite. 


□ 

CLIFFS OF MADNESS: 

CLIFF EXTERIOR 

After <^ettin<£ the Necklace of Aphrodite, exit the cave and ride the block 
to the ri^ht down. At the bottom is an item chest. 


a 

CLIFFS OF MADNESS: 

CLIFF 3 EXTERIOR 

use the small block in the block puzzle room to create a way up to the 
led<£e on the left where the item chest resides. 



CLIFFS OF MADNESS: 

CLIFF 3 EXTERIOR 

use the small block in the block puzzle room to create a way up to the 
led^e on the left where the item chest resides. 



CLIFFS OF MADNESS: 

CLIFF 3 EXTERIOR 

After <^ettin<£ the Necklace of Hera it is in a chest at the top of the cliffs. 


s 

ARCHITECT'S TOMB: 

CLIFF 4 AND ARCHITECT'S 
ROOM EXTERIOR 

up the normal ladder on the left behind the steel bars next to the 
Ma^ic/Health chest. 



ARCHITECT'S TOMB: 

ZEUS' TEMPLE EXTERIOR 

in the left chest below the chimera statue on the ri^ht. 


s 

ARCHITECT'S TOMB: 

ZEV/S' TEMPLE EXTERIOR 

in the ri^ht chest below the chimera statue on the ri<^ht. 


ACT V: THE UNDERWORLD 


- CORCON EYES: 2 - PHOENIX FEATHERS: 2 - MV/ SE KEYS: 0 - 


ITEM 

MAP 

LOCATION 


a 

HADES ABOVE THE RIVER 
STYX 

The hrst chest when jumping up the hrst set of raised platforms. 


a 

HADES ABOVE THE RIVER 
STYX 

The second chest when jumping up the hrst set of raised platforms. 



HADES ROLLERS 

The chest on the second platform to the riqdit in the spinning spiked 
area. 



HADES 

The chest to the ri^ht when jumping up the set of raised platforms. 
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K RATOS (BASE VALVES) 


BUBBLES 


After you beat the <jame, several new costumes will become available to you when you start a new <jame. 
each costume has special attributes as well as a custom look. However, the moves and power of the ^ods 
will be the same. The Dairy Bastard costume has an incredible advantage, as it grants you an inhnite ma<jic 
meter. This means you can continually use poseidon’s Ra^e to generate hu^e combos as well as easily kill 
any beast or <jroup of monsters. 


Below is a complete list of the abilities of each 
costume. The power and armor ratings represent a 
multiplier for an increase/decrease in damage. The 
orbs multiplier affects the worth of each orb, or 
simply the amount you <jet per orb. 


POWER 1.00 


ARMOR 1.00 


HEALTH ORB 1.00 


MACK ORB 1.00 


EXPERIENCE ORB 1.00 


POWER 


0.50 


ARMOR 


1.00 


HEALTH ORB 


3.00 


MACK ORB 


1.50 


EXPERIENCE ORB 


1.00 


ARMOR 


HEALTH ORB 


MACK ORB 


EXP E 


NC 


ORB 


00 


1.00 


1.50 


3.00 








POWER 


POWER 2.00 


ARMOR 


ARMOR 0.25 


HEALTH ORB 


HEALTH ORB 2.00 


MACK ORB 


MACK ORB I 1.00 


lli-t (Vi-i-t 
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DAIRY BASTARD 


ARES ARMOR 



POWER 

2.00 

ARMOR 

4.00 

HEALTH ORB 

1.00 

MACK ORB 

1.00 

EXPERIENCE ORB 

4.00 
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DAVE JAFFE 

(jAME DIRECTOR 

one of the original concepts behind the hero for cjod of 
war was to come up with a <juy who had his whole face 
encased in a mask, we thought that <join<j with a mask 
would <jive us the ability to paint his face in broader 
strokes, so that when you were playing the <jame, he 
still had a lot of personality, and you could still sort 
of read that when you saw the mask. Rut when we 
actually <jot the mask-wearing hero in the <jame, it 
ended up feeling very soulless, and the <juy didn’t have 
a personality. 
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TERRY SMITH 

ART DIRECTOR 

some of the earlier characters who had been played around with 
just didn’t ht ri^ht for the time period, some of them were either 
oner dressed or too fantasy, as well, many of the concepts <jot 
too detailed. There were lots of flowing things, like hair ... or 
features that if we had to model it, probably would’ve been a 
little toucher to pull off. cor example, there was one character, 
who when i hrst saw it, had kind of a tribal look ... almost 
African-like, which i thought was pretty cool. Rut, it Didn’t say 
^reek. However, at the time, when i looked at the character, i 
thought ... you know ... it would be a pretty cool character to 

work with. 


CHARLIE WEN 

CONCEPT ARTIST 

we went through images of the lone wolf kind of characters, 
where we mi^ht have a hero with a little baby or a do^ on his 
back, just to kinda <jive something different about the character 

... something you can kind of relate to. 
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DAVE JAFFE 

CjAME DIRECTOR 

The main <joal for the character in the <jame was 
always to create someone who looked really brutal, 
nasty and violent, instead of <join<j down the 
traditional route of a iconic ^reek hero with the plume 
helmet, skirt, to<ja and sandals, we wanted someone 
who really made the player feel like he was beimj able 
to unleash his dark side, so the idea was always: how 
can we make him look more brutal? how can we make 
him look more violent ... impulsive ... nasty — that 
desire always superseded historical accuracy, so while 
you look at this <juy , and he may not totally feel at 
home in Ancient c^reece from a costume standpoint, i 
think he achieves the greater purpose, which is to <jive 
players a character who they can play and who really 
does let them <jo nuts and unleash the nasty fantasies 

they have in their heads. 
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CHARLIE WEN 

CONCEPT ARTIST 

Every time we put something 
on, Dave said that the character 
didn’t look brutal anymore. And 
we started realizing brutal also 
kind of related to the primal 
part of him, so we spent a lot 
time <join<j through that, and 
in the end ,we wound up still 
taking his clothes off ... that’s 
what we went with. 


DAVE JAFFE 

CjAME DIRECTOR 

i saw the brutal and violent 
nature — the animalistic 
quality that would really 
become the foundation for 
Kratos. starting to see these 
images was the conhrmation 
that this idea could work, 
so instead of <jivin<j him a 
traditional sword, we decided 
the chain blades were much 
more dynamic and fluid, plus, 
they are fun to play with. 
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CHARLIE WEN 

CONCEPT ARTIST 

The c^reek theme was one of the bi<j elements we were dealing with, it 
was difficult! we would often hear (si<jh), “it’s not ^reek enough.” we’re 
like, “what does that mean?’’ we’d sometimes take it ri<jht from c^reek 
sources, it’s very c^reek, but what we really started seeing was, “okay, no 
it’s not cjreek enough, according to what the general public knows.’’ And, 
that’s kind of what we had to <jo toward. 


TERRY SMITH 

ART DIRECTOR 

some of these images were very traditional ^reek, but the more 
traditional it <jot, the more armor we put on him, and then the more he 
lost his individualism. 
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TERRY SMITH 

ART DIRECTOR 

when it came to the characters, monsters and 
creatures our hero encounters, we are dealing 
with characters and creatures that everybody is 
familiar with, such as Medusas, cyclops, centaurs 
and Minotaurs. one of the things that we had to do 
with all the characters ... and i think you’11 see this 
as you look through the concept art ... is that it was 
very important to me that when somebody looked at 
any of our characters, they knew what they were, so 
what we could do basically there was that as lon<j as 
the character was down on all fours, and i had three 
heads, you probably would accept that character as a 
cerebus, whether it was a werewolf or dinosaur. A^ain, 
you would still accept that in our world, and what we 
were doimj in terms of building the mythology we were 
building, you would accept that. 
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SCOTT SEETO 

CONCEPT ARTIST 

as far as a <jame creature 
is concerned, mostly 
what was fascinating 
to me were the deep sea 
creatures and how freaky 
they looked, i was trying 
to draw on some of that, 
and i did a number of 
differenttypes of hydras. 
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TERRY SMITH 


ART DIRECTOR 


once we started moving into that 
direction, it opened up a whole new 
kind of avenue on ways to explore those 
characters, what we really wanted to 
do was to keep people immersed in the 
mythology — in the greek mythology 
— but to <jive them a different kind 
of experience when it came to the 
characters and creatures. 
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TERRY SMITH 

ART DIRECTOR 

The idea was to move a character into 
something that would be a little more 
in the horror direction, and what it 
allowed us to do was <jet characters who 
were still reminiscent of what they were 
supposed to be in qreek mythology, but 
were uniquely ours. 
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SHANNON STVDSTILL 

SENIOR PRODUCER 

god of war has been in development for about 3 
years, roughly and including a pretty ... a fairly 
lengthy pre-production cycle. Rasically it came from 
David jaffe’s Head 


DAVE JAFFE 

(jAME DIRECTOR 

There were so many ready made play mechanics 
and ^ameplay mechanics in the greek myths 
already that it was just like Medusa’s head, zeus’s 
thunderbolts, and battling cyclops and that mined 
with just my love of the material, it was like this is 
what we <jot to do, we <jot to do this <jame. 


(^7 $ 
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DAVE JAFFE 

gAME DIRECTOR 

i ^ave them my influences, it’s really to their credit 
that they were able to sort of extrapolate what 
1 was really <join<j for into art, amazing art. so 1 
ended up sort of <jettin<j what 1 wanted which was 
this hi^h adventure amazing fantasy setting, which 
was inspired by the stuff 1 <jrew up with, the movies 
1 <jrew up watching. But exactly how the <jame 
ended up looking the way it did, you’d have to ask 
the artists. 
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TERRY SMITH 

ART DIRECTOR 

with each of the environments 
what we tried to do was kind 
of move you through the world 
usimj color to help progress 
Dave’s story alon<j and 
emphasize the emotional impact 
of the story he’s trying tell. At the 
same time, if I’ve just come out 
of the ocean where i am battling 
the Hydra, we’ve <jot more 
greens and blues, so, i don’t want 
to <jo into that scenario color 
wise a<jain. it’s like if i did the 
whole <jame in black and white, 
you’d <jet bored with it after a 
while. 
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TERRY SMITH 

ART DIRECTOR 

The idea on the environments and trying to create a ^reek world was developing a feeling that reminded you of 
Greece and not too fantasy, we were trying to walk that hne line between a fantasy <jame environment and a 
traditional ^reek environment, so part of it was, <jettin<j stuff that made it feel c^reek ... Not Roman — c^reek. 


DAVE JAFFE 

(jAME DIRECTOR 

The <joal of the ^od of war world was to create a place that felt like a <jiant theme-park ride or a set in one of 
these <jreat hi<jh adventure movies ... places that you’d really want to explore and spend time in, and feel like 
you’re having this <jrand adventure. And i think these <juys, week after week, continuously were able to come up 
with set pieces and ideas ... that they just topped themselves constantly. They’ve really <jiven us this <jreat world 
to play in. They did an amazing job, and i am so grateful as a garner that i <jet to actually play in this space. 
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CECIL KIM 

CONCEPT ARTIST 

when we first started conception 
out environments, it wasn’t 
defined as levels, we picked out 
the important locations, such 
as pandora, Athens and Hades. 
All i knew is that the <jame 
should feel really bi<j, which 
means that there is no cramped 
area, it’s more like a <jiant 
challenge against the Cjods and 
hu^e monsters. The look of the 
environment should be utterly 
yiyantic. 
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TERRY SMITH 

ART DIRECTOR 

one of the interesting aspects — especially 
in the pandora section — was a lot of 
times you’ll see multiple iterations on 
statues, one reason was that an idea of 
David’s was that he wanted those statues 
to come to life, whether it was Atlas or 
poseidon rising out of the water. 

The features that were in the 
environments ... the objects, the 
architecture, those types of features 
... reflected on what was <join<j on with 
David’s story, for example, in pandora, 
that whole sequence is about an architect 
who, in David’s mind, has basically <jone 
mad. The idea was the structures, traps 
and visual look reflect a madman in some 
instances. 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 





CECIL KIM 

CONCEPT ARTIST 

i did these pieces early on ... even 
the level design wasn’t solid yet. 
The interpretation i was thinking 
is that there was no gravity, but at 
the same time, features are kind of 
shifting. Also, there is this inhnite 
distance in the background — stuff 
is flying, falling or exploding. 
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CHARLIE WEN 

CONCEPT ARTIS 

i was fold that Ares would be maybe 90 percent elemental 
and 5 or 10 percent human, so, that’s kind of what 1 was 
<join<j for in these be^innin^ scenes. He’s just pure power ... 
almost like he’s this unstoppable force. And although Dane 
liked it, he just wasn’t sure how we would do if. it probably 
was a slow transition toward beimj more human. He was still 
kind of a hu<je <juy, but he has all this armor on that allows 
him to do all these things. 
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CECIL KIM 

CONCEPT ARTIST 

The Mount Olympus art... that 
one’s unusual, it’s not for the 
<jame art ... it’s more like, “okay, 
we want to talk about Mount 
Olympus, so where’s the ima^e?” 
That kind of tiling. 



l$D 


Mi Vlll 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 







v&f. Cv m- 2_fl 

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


PRIMA OFFICIAL 
STRATEGY GUIDE 


TRAIN INC 
CROY/ND 


WEAPONS 


POWER OF 
THE CODS 


WALK- 

THROUCH 


BESTIARY 


EXTRAS 


ART 

CALLERY 


K RATOS 
BEASTS 


LEVELS 









Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 




DAVE JAFFE 

CjAME DIRECTOR 

This is our sort of batch of scenes you didn’t <jet to see. some 
of it I’m <jlad you didn’t, and some of it i wish you would. 

This was the boss who originally guarded pandora’s box. 
That’s the one feature i regret about the pandora design. 

This was originally pretty cool, you had this moving platform 
up above with this <jiant kind of harpy vulture in the cen- 
ter that was <juardin<j the bon. she had these e^s scattered 
around the level, in order to entice her to fly around, you had 
to hnd her e^s and break them. You’d take the little baby 
birds inside, and you’d carry them around ... use them as 
bait. A^ain, not only was it kind of a cool mechanic, because 
you were slower as you carried these e^s around, but i think 
it really helped with the character of Kratos. i mean, here he 
is cracking open e^s and ripping out little birds to use them 
for his own desires. 
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DAVE JAFFE 

(jAME DIRECTOR 

The icarus story is when he flew too close to the sun with 
the win^s he made, the wan melted so he fell to his death. 
That was sort of the inspiration for the mechanic, i still 
lone this, i absolutely wish that this had made it into the 
<jame. it really came down to time, and saying, “Let’s hrst 
focus and <jet our h<jhtin<j really <jood and our platform- 
ing better. And let’s <jet our puzzles working and maybe 
we come back to this.’’ as is often the case, we never <jot 
the chance. I’d love to see something like this in future Cjod 
of war titles, because i think it’s <jreat. it’s just fun to fly 
around. And what was cool about this was that it wasn’t 
just a flying level, you could land and walk around, it was 
a very seamless experience versus, “okay now it’s time for 
the flying level.’’ i look at this now and I’m like, “Damn, we 
should have gotten this in.’’ 

it’s really tou<jh when you have to cut ideas that you are 
really passionate about. Rut you do so you can make the 
other ideas in the <jame shine even brighter, it’s a con- 
stant aspect of the process that’s just a tou<jh tiling you 
<jo through. Rut, i think it’s worth it because it makes the 
overall product better. 
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AMERICA 

Santa Monica Studio (in alphabetical order) 

Game Director / Lead Designer 
David Jaffe 

Producer 

Shannon Studstill 

Lead Programmer 
Tim Moss 

Art Directors 
Terry Smith 
Steve “Scat" Caterson 

Coordinating Producer 
Sandy Abe 

Associate Producers 
Whitney Wade 
Yumi Yang 

Project Coordinator 
Rita Mines 

Game Programmers 
Matt Arrington 
Magnus Danielsson 
Thomas Miller IV 
Bob Soper 
Phil Wilkins 

Lead Engine Programmer 
Christer Ericson 

Design - Level Design and Scripting 
Ashley A. Morgan 
Todd Papy 
Jo Wright 

Design - Combat Scenarios 
David Jaffe 
Todd Papy 

Design - Combat System 
Derek Daniels 
Richard Foge 
Eric Williams 

Design - Camera 
Jessica Brunelle 

Design - Level Design 
Tobin A. Russell 

Design - Sound and Music Scripting 
Jonathan Hawkins 
Jason McDonald 

Concept Artists 
Cecil Hong-Sik Kim 
Scott Seeto 
Charlie Wen 

Lead Environment Artists 
Stig Asmussen 
Ken Feldman 
Gustavo Rasche 

Environment Artists 
Mark Ahlin 
Mark Anderson 
Paul Coda 
Den Johnson 

Lead Character Artist 
Dave Matthews 

Character Artists 
Louis Lu 
Erik San Juan 

Lead Animator 
Cory Barlog 

Animators 
Paul Lee 
Giovanni Luis 
NickVona 
Mehdi Yssef 

Lead Effects Artist 

Maximilian Vaughn Ancar 

Technical Artists 
Mark Anderson 
Richard Greenspan 
Jason M inters 
Alexander Stein 

Lead Flash Interface / HUD Artist 
Kenneth T. Roy 

Production Assistant 
Ariel Lawrence 

Testers 

Paul Edwards 
Rob Hargraves 

Marketing Material, Art Director 
Charlie Wen 


Additional Design 
Charlie Huenergardt 
Quinlan Richards 
Scott Rogers 

Additional Programming Support 
Ben Diamand 
Vassily Filippov 

Additional Technical Art Support 
James D. Polk 

Additional Environment Art Support 
Melissa Harrison 

Additional Artists 
Henry Cheng 
Matt Clyne 
Peter Kim 
Jeff Morgan 
Tate Mosesian 
Mike Nicholson 

Additional Concept and Storyboard Artists 
Shannon Denton 
Martin Mercer 

Adam Pollina, courtesy of Terry Smith 
Creations 
Aaron Sowd 

Dwayne Turner, courtesy of Terry Smith 
Creations 
Brad Vancata 

Additional Animators 
Jeff Bailey 
Dave Blanchette 
Grace Dotson 
Colm Duggan 
Michael Kiely 
Parker Matson 
Nicole Stinn 
Greg Tiernan 
Mark West 

Game Written by 
Marianne Krawczyk 
Alexander Stein 
David Jaffe 
Keith Fay 

Director, Product Development 
Allan Becker 

Vice President, Product Development 
Shuhei Yoshida 
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SCEA Audio Production Group 
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Buzz Burrowes 

Music Director 
Chuck Doud 

Sound Design Manager 
David Murrant 

Music Supervisors 
Clint Bajakian 
Victor Rodriguez 

Lead Senior Sound Designer 
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Senior Sound Designer / Cinematics Post 
Production 
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Michael Johnson 

Music Editor 
Clint Bajakian 

Music Production Coordinator 
Tammy Tsuyuki 

Additional Sound Design 
Chuck Russom 
Mark Reis 
Rex Baca 

SCEA ART & ANIMATION SERVICES GROUP 

Director 

Dwayne Mason 


Motion Capture Manager 
Brian Rausch 

Cinematics Manager 
Scott McMahon 

Cinematics 

Story Cinematics by SemoLogic, Inc. 
Executive Producer, Jongbo Kim 
Producer, Taka Yasuda 
Producer, You Shin Won 
Assistant Producer, Tho Se Min 
Facial Animation Supervisor, Robert Blye 
Facial Animator, Jessica Arbogast 
Assistant Animator, Binh Nguyen 
Assistant Animator, Paolo Ziemba 
Character Technical Director, Koji 
Nagashima 

CG Programmer, Gyedo Jeon 
Programmer, Jin Woo Park 
Software Supervisor, Shinichi Soeda 
Senior Network Engineer, Masayuki Kasuya 
Designer, Calvin Lee 
Storyboard Artist, Kyung Shin 
Production Assistant, Sa-Eun Park 
VFX, Woo Yong Kun 
Lead Modeler, Choi Sang Hoon 
Modeling Artist, Lee Chun Kwang 
Lead Lighting & Texture, Jang Mil Min 
Lighting & Texture Artists - Kim Dea II, We 
Sung Min, Kim Jung Hun, 

Lead Animator, Kwon Min 
Animators - Kim Dong Sun, Kim Hyoung 
Jin, Kang Ji Hun, George Zimmet, 

Jung Won Don, Kim Si Hyun 
Assistant Animator, Han Jea Yeoul 
Lead Compositor, Ko Jong Huyn 
Composition Artist, Jong Young Kyu 
Lead FX animator, Jung Chang Sub 
FX Animators - Lee Ji Man, Kang Sung Uk 
2D Artist, LeeJi Youn 

SCEA Producer, Steve “Scat” Caterson 
SCEA Director, Alexander Stein 
SCEA Art Director, Charlie Wen 

In-Game Cinematics by Nitrogen Studios 
Canada Inc. 

Producer / Production Manager, Nicole Stinn 
Director, Greg Tiernan 

SCEA Producer, Steve “Scat” Caterson 
SCEA Coordinator, Alexander Stein 

Voice Over Recording and Editorial by Sounde- 
lux Design Music Group 

Executive Producer, Becky Allen 
Voice Over Business Managers - Amanda 
Wyatt, Chip Beaman 
Voice Over Coordinator, Jacquie Shriver 
Recording Engineers - Elliot Anders, Bryan 
Celano, Dutch Hill, Stephen Zipper, Ethan 
Allen 

Voice Over Editors - Bryan Celano, Dutch 
Hill, Justin Langley 

Production Assistant - Mark Camperell 

Voice Over Casting and Direction 
Keythe Farley 
Douglas Carrigan 

Additional Voice Over Recording 
Future Post Production Ltd. 

Additional Voice Over Casting 
Ginny McSwain 

Voice Actors 

Linda Hunt - Narrator 
TC Carson - Kratos 
Carole Ruggier - Athena, Aphrodite 
Steve Blum - Ares 

Susanne Blakeslee - Oracle of Athens, 
Village Oracle 

Paul Eiding - Gravedigger, Zeus, Greek 
Soldier 

Christopher Smith - Undead Soldier, Greek 
Soldier 

Keith Ferguson - Boat Captain, Greek 
Soldier 

Gwendoline Yeo - Wife, Town Square 
Woman 

Fred Tatasciore - Poseidon, Greek Soldier, 
Fisherman 

Claudia Black -Artemis 
Nolan North - Hades, Greek Soldier, Fisher 
man 

Courtenay Taylor -Twins 
Rob Paulson - Greek Soldier 

Motion Capture by SCEA Motion Capture 
Department 

Production Supervisor, Scott Peterson 
Animation Supervisor, Chad Moore 
Animation Lead, Frank Strocco 
Animators - Brian Phipps, Eryn Roston, Daniel 
Legg, Michael Graessle, Jerry Ashworth 
Specialist Lead, Jake Wilson 
Technology Supervisor, Percy Sagun 
Specialists - Johnny Walker, Travis Parks 
Studio Supervisor, James Scarafone 


Studio Technicians - Ryan Beeson, Doug 
Hagstrom 

Tracking Supervisor, Michael Shinkle 
Tracking Technicians - David Ibarra, Tony Lui, 
Chip Parsons 

Art & Animation Services Group Department 
Assistant, Nonet Vargas 

Motion Capture Stunt Performers / Actors 
Steven D. Ito (Stunt Coordinator), Alex 
Chansky, Mary-Beth Macaluso, Brandon 
Molale 

Tim Sitarz, Tim Storms 

Additional Motion Capture Support 
hOuse of mOves Motion Capture Services 

In-Game Cinematics Post FX Planet Blue 

Bonus Material by SCEA San Diego Cinematics 
Solutions Group 

Cinematics Production Supervisor, Brian 
Johnson 

Cinematics Creative Lead, Gene Strocco 
Lead Cinematics Designer, Ron Padua 
Cinematics Editor/Compositor, Aaron 
McFarland 

CG Supervisor, Greg Jung 
CG Lead, Janelle Pitchford 
CG Effects Lead, Bill Johnston 
CG Effects Artist, Marcello De Santos 
CG Lighting and Rendering Artist Lead, Sal 
Arditti 

CG Concept Artist, Charles Lee 

SCEA Santa Monica Studio Coordinator, 

Linda Jo 

SCEA Santa Monica Studio Filming and Edit 
ing, Ariel Lawrence 

SCEA Legal & Business Affairs Group 

Directors 
Lisa Lunger 
Jim Williams 

Senior Manager 
Brian Fukuji 

Manager 

Ninalei Morrison 

Paralegals 
Sue Nopar 
Christine DeNezza 

Music Licensing Coordinator 
Mary Nappi 

Music and Sound Effects 
Original Score Composed by: 

Gerard Marino 
Mike Reagan 
Ron Fish 

Winifred Phillips with Winnie Waldron 
Cris Velasco 
Marcello De Francisci 

Soundtrack Produced by: 

Chuck Doud 
Clint Bajakian 
Victor Rodriguez 

Additional Music Production 
Rich Goldman/Riptide Music 

Choir Arranging and Conducting 
James T. Sale 

Choir Vocals Performed by: 

Bobbi Page (Choir Contractor), Christine 
Anderson, Jennifer Barnes, Vatsche 
Barsoumian, Eric Bradley, Amick Byram, 

Elin Carlson, Nancy Clayton, Dwayne 
Condon, Randy Crenshaw, Greg Geiger, 
Michael Geiger, Jennie Graham, Fran 
Durham Gralnik, Karen Harper, Walt Harrah, 
Luana Jackman, Angie Jaree, Bob Joyce, 
Jon Joyce, Susan Boyd Joyce, Kerry Katz, 
Christie Lawrence, Virenia Lind, Rick 
Logan, Jonathan Mack, Melissa Mackay, 
Guy Maeda, Donna Medine, Aleta Braxton 
O’Brien, Josef Powell, Rick Riso, Sally 
Stevens, Oren Waters 

Music Editing and Remixing 
Jared Emerson-Johnson 

Additional Sound Design by Technicolor 
Interactive Services 

Michael Gollom, Phillip Kovats, Mark Binder, 
Jussi Tegelman, Michael Johnson 

SCEA First Party Duality Assurance 

Director 

Michael Blackledge 

Senior Test Manager 
Ritchard Markelz 

Game Test Manager 
Mike Veigel 


Game Test Engineers 
Monty Rimorin 
Kelly Bollinger 

Quality Assurance Analysts 
Justin Hanes 
Rodger Aladray 
Elgin Orpilla 
Mark Ranallo 
Mike Berberich 

Game Test Analysts 

Dennis Miller, Jorge Palacios, Dave 
Schraer, Ian Jones, Lester Relova, Colin 
Stiles, Man Giang, Nick Seastrom, Shawn 
Moore, Travis Heffernan, Josh Gambino, 
Marcus Dixon, Paul Flannigan, Ferdinand 
Macalos, Donald Carothers, Michael Hol- 
loman, Robert Craddock, Mariusz Wiechec, 
Jennifer Crutchfield, Henry Galindo, Haadi 
Khatibloo, Dan Lombana, PJ Robinson, 
Laura Mitchell, Mark Stepanof, Christian 
Ramirez, Sean Neale, Andrew Baker, 
Michael Mcelvana, Quan Truong, Chris 
Carlson, Chase Hockridge, Yurii Saichek, 
Roland Hazard, Isaac Coronado, Richard 
Seaman, Mile Henriksen, Chase Gee, Eli 
Burns, Jonathan Cerezo, Michael Flatts, 
Isaac Fuentes, Mark Gant, Daniel Malanga, 
Luke Owens, Stephan Overstreet, Dennis 
Rivera, Dru Smith, Dustin VanGorkun 

Lab Technician 
Vince Loughney 

Project Management Supervisor 
Eric Ippolito 

Project Coordinator 
Jason Coker 

Project Assistant 
Randall Lowe 

Training Specialist 
Benjamin Forrest 

Quality Assurance Support 
Ken Kribs, Manager 
Jie Xu, Test Tool Developer 
Chris Depuydt, Test Tool Developer 
Kevin Simmons, Applications Manager 
Christian Davis, Applications Administrator 
Matt Harper, Technology Projects Coordi 
nator 

SCEA Marketing 

Senior Manager, Product Marketing 
Jeff Reese 

Associate Product Manager 
Grant Luke 

Product Marketing Specialist 
Ken Chan 

Director, Brand and Market Strategy 
PlayStation Online 
Susan Nourai 

Director, Promotions 
Sharon Shapiro 

Director, Public Relations 
Molly Smith 

Senior Public Relations Manager 
Ron Eagle 

Public Relations Manager 
Ryan Bowling 

Director, Direct and Online Marketing 
Steve Williams 

Director, Loyalty and Channel Marketing 
Ed DeMasi 

Creative Services Manager 
Jack Siler 

Creative Services Specialist 
TJ Consunji 

Point of Purchase Manager 
Josh Bingham 

Special Thanks 

We would also like to thank each individual at 
Sony Computer Entertainment America for their 
contributions, support and dedication to the 
success of God of War with special recognition 
to the Executive Management team including: 
Kaz Hirai, Andrew House, Jack Tretton, Jim 
Bass, Glenn Nash, Frank O’Malley, Steve Ross, 
Riley Russell, and Shuhei Yoshida. 
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